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ТУУО ВОТТОМ CREW 


Persistence pays off. Starting a few years ago, the NF email inbox began to get regular messages sent іп 
from one Scott Campbell, a fan of the magazine who was reaching out to offer his assistance in helping the 
Nintendo Force branch out into the arena of video content creation. We weren't ready to take that leap quite 
yet back in 2014 or 2015, but nonetheless Scott kept on sending messages our way on a consistent basis, con- 
tinuing to let us know that he’d be ready and able to jump in if and when we wanted to call upon him. 


Well, the time finally came a few months ago. When we hit our Patreon stretch goal earmarked for our long- 
awaited expansion into video creation, we got in touch with Scott and he went right to work! Of course, you 
may have already been familiar with his videos, as Scott is one half of the two-man team known as the Two 
Button Crew. Together with his friend Simeon King, the Two Button Crew YouTube channel puts out Nintendo- 
themed videos on an incredibly regular schedule, uploading something new every single weekday morning. 


And now on Saturdays as well! That's when you'll find Two Button Crew content pop up on the NF Magazine 
YouTube channel, as Scott and Simeon channel-hop over to create the "NF + TBC" Saturday morning series. 
Have you been watching yet? 


So, persistence pays off. (That's not to say that you should all begin to email us incessantly, but if you back 
up your requests to join the Nintendo Force team with consistent proof of the quality of your work as Scott and 
Simeon did, well, you might very well be setting yourself up for success.) Now, what is it all the young 
YouTubers like to say? Hit that Like button, make sure you Subscribe and join the conversation by 
leaving Comments below all of Scott and Simeon's NF * TBC videos every Saturday at YouTube.com/ 
NFMagazine, then do the same on their main channel each weekday, at... 


YouTube.com/TwoButtonCrew 


тыу ет..." 


P.S.: RYAN, | KNOW YOU'RE OFTEN IN TWO BUTTON CREW VIDEOS ТОО, BUT THIS IS A “2”-THEMED ISSUE, SO PLEASE UNDERSTAND. SENPAI NOTICES YOU TOO. 
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INBOX 


BROUGHT TO YOU BY 
THE NUMBER 2 


The Switch has arrived! And in looking for a 
common thread running through the releases 
coming just over the horizon for the new two- 
in-one hybrid machine, the number 2 just kept 
popping up. Splatoon 2! Xenoblade Chronicles 
2! SteamWorld Dig 2! Even the 3DS jumped in 
to support the trend, as its next major release 
is Fire Emblem Echoes: Shadows of Valentia, a 
full remake of the second-ever Fire Emblem 
game (and with two protagonists instead of 
just one). So this edition of NF Magazine is 
brought to you by the number 2! 

"When Two is Better Than One" is the theme 
this time around, and of course that meant we 
needed two central features. The first is 
"When 2 Was Better Than 1," taking a look at 
those moments throughout Nintendo history 
when sequels arrived that surpassed their 
predecessors — as many hope our cover 
game, Splatoon 2, will do. The second is 
"When Two Players Were Better Than One," 
turning back the clock to games from the past 
that helped the members of our NF team per- 
sonally connect with co-op gaming. 

And, as always, we’ve got News, Previews 
and Reviews for you all, which is especially 
exciting this time around because we've got 
our first wave of Nintendo Switch evaluations 
to share! From The Legend of Zelda: Breath of 
the Wild to 1-2-Switch (see, there's a 2 again), 
we've had a blast jumping into Nintendo's new 
chapter. We hope you've been having fun too! 
(If you've been able to track down a Switch, 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 


ПП 
22 


CG 
A 


ISSUE #26: 
MARCH/ 
APRIL 2017 


Last time around we had our spot- 
light shining entirely on the Switch 
launch — an incredibly exciting day in 
Nintendo history that has now come 
and gone! We reflect on how it went 
in the pages ahead, as well as offer 
our evaluations for the first wave of 
Switch software. Knowing that we'd 
be looking ahead to Switch's second 
wave of titles by this time, though, 
we asked questions in our last 
Player's Poll related to this issue's 
theme of "When Two is Better Than 
One." We wanted to hear your input 
on which "2s" surpassed their "1s" 
(a.k.a. most-improved sequels). We 
asked who your favorite heroic duos 
in gaming are. And, lastly, we wanted 
you to pick a side in the debate of 
Joy-Con (L) vs. Joy-Con (R)! Let's dive 
into your responses: 


IE This es 


Well | can't just say one two, because | 
have two twos that are too great to be 
left out. And even though one of them 
isn't Nintendo, it needs to be mentioned 
regardless! Sonic the Hedgehog 2 and 
Super Mario Galaxy 2. They took what 
made their predecessors amazing and 
injected it with love and care to make a 
new experience worth playing. 

For best heroic duo, Mario and Luigi 
are great together. But they'll also 
probably make up 90% of these 
answers, so I'm gonna do a different 
dynamic duo of the franchise: Rosalina 
and Luma. Their iconic togetherness 
has Smashed its way out of their galaxy 
and has shown a relationship that is not 
of ruler and citizens, or mother and 
kids, but of best friends. Rosalina cares, 
and so do her Lumas! — ADAM DAVIS 


As well known as Mario and Luigi are, | 
have to say Mario and Yoshi are the best 
gaming duo. They have an inseperable 
bond and are willing to sacrifice them- 
selves to save the other! In Super Mario 
World, when they're about to fall off a 
cliff, Yoshi throws Mario onto the ledge 
to save him, while Yoshi still falls to his 
doom. They will forever be my favorite 
gaming duo. 

Joy-Con Left or Joy-Con Right? | will 
always pick Joy-Con Right, as I believe 
it's the RIGHT way to go. — LIAM 
VACCARO 


My favorite and most improved 
sequel was - and this is going to be 
obscure — Super Mario Bros. Special. 
Yeah, | know, call me nerdy. This is the 

real sequel to Super Mario Bros., not 


the Lost Levels. Of course it is super 
buggy, and doesn’t scroll, but you could 
simply spring for the online romhack 
version. 

Now, on to the features. For one, it 
had new power-ups. The Hudson Bee 
was going to give you an extra life | 
think, but a bug caused it to just give 
you 8,000 points. (By the way, this 
game was developed by Hudson Soft.) 
Then you could get the Hammer, to kill 
enemies Donkey Kong-style. Also, there 
was a special Star that killed every 
enemy on the screen, but you could only 
find one. Finally, there were the Wings, 
which allowed you to fly — even though 
they just made you swim in air in reality. 

And, of course, new enemies. | only 
remember a few: the Barrels, Flies (I 
think that’s what they were called) and 
Crabs. The Barrels could only be killed 
via Hammer, and the Fly and Crab could 
be killed Mario Bros.-style or by 
throwing Fireballs. In the end, a great 
game for the NEC PC-88! - VAN 
KLESPER 
Wowza, Van! You know more about 
Super Mario Bros. Special than I do! 
It's definitely obscure, but it was 
released before "Lost Levels," 
you're right! 


For best sequel ever, it has to be the cel-shaded samurai Western Red Steel 2! Ап amazing game in 
its own right, the release of the MotionControl Plus made this sequel a huge leap in gameplay 
over its predecessor. The first Red Steel left many gamers underwhelmed with its motion 
control integration. Ultimately it was Red Steel 2 that delivered on the high expectations of the 
original. Recognizing the direction of each swing, coupled with a seamless transition between 
swordplay and shooting and numerous combat upgrades allowed for far more complex and 
satisfying gameplay in Red Steel 2, the likes of which we may never see again! - REN ROC 
A superb selection! It's been over 10 years now since the first Red Steel debuted, so I 
can fill in a few more details for our younger readers. When Nintendo first revealed 
the motion control concept of the Wii Remote, one of their earliest examples of 
its potential was having direct 1:1 control when swinging a virtual sword. Red 
Steel was Ubisoft's attempt at that, and it shipped alongside the Wii as a 
Day 1launch title — but its swordfighting just wasn't accurate. Red Steel 
2's control was far better, delivering on the original promise! 


For duos, the obvious answer is Wario and Waluigi, 
the most OT of OTPs. Their love is eternal, and 
nothing any RPG love story can ever hope to top. 
— ZACHARY CZARNECKI 


When it comes to movies, games, books, pretty 
much everything, sequels are more often than not 
much worse than the original. There are always 
exceptions though, and one of the best examples of 
a sequel done right is Super Metroid. Not only was 
Super Metroid a great game, but it is even BETTER 
than the original. That's almost unheard of, espe- 
cially considering what a masterpiece the original 
Metroid is. Super Metroid is not a copy of Metroid, 
but an addition. (It seems simple, but most sequels 
get that part wrong). This sequel basically took 
everything that wasn't great about the original 
Metroid and made it fast and fun, while still keeping 
the creepy vibe of the original. Hopefully Splatoon 2 
also keeps the same vibe as the original Splatoon, 
but is still its own unique game, just like Super 
Metroid. — AIDAN KING 

Super Metroid is arguably the best example ever 
of polishing an original "rough draft" into a true 
masterpiece of game design. Were it not for the 
oddball Metroid II: Return of Samus released 
between the two, it would have been a direct 
leap to perfection! 


Pit and Palutena make the best duo. | could listen to 
a podcast of their dialogue together and be as 
equally entertained as I if were playing the game! 
And Joy-Con Left is the best, because left-handers 
will rule the world one day! - JOHN KNUDSEN 


Personally, | feel the second generation of Pokémon 
was by far the most-improved sequel for Nintendo 
games. Is the first generation iconic? Of course. But 
that's why the second generation is so awesome. It 
added genders, color, breeding, a bigger and more 
diverse overworld, a final battle against Red, a 


female Trainer to play as (though only in Crystal), 
two new types, and who can forget the all-new 
Shinies?! AII in all, Pokémon Red and Blue birthed 
the new wave of handheld gaming. But without Gold, 
Silver and Crystal, RPG norms today most likely 
wouldn't be in existence. 

And as much as I love both Joy-Cons, I'm gonna 
have to go with Joy-Con Left. | choose this one for a 
few reasons. First of all, | am a lefty! Not only does 
this give me a slight bias, but | also am used to 
playing older console controllers with the stick on 
the left side of the controller. Also, | am a huge fan 
of the Capture Button on Joy-Con Left: I’ve loved 
capturing awesome landscapes and pivotal battles 
in Breath of the Wild! — BOBBY DILWORTH 


As a lefty, | have to go with Joy-Con Left. Sure, it 
may just be because I’m a lefty, but there’s other 
reasons. For one, given that the buttons are slightly 
toward the top of the Joy-Con normally, when held 
sideways | would rather have the Control Stick be 
easier to reach. Plus, the button layout for ABXY 
would look very strange when held in a different 
direction. Meanwhile, the arrow buttons on Joy-Con 
Left look sleek and stylish no matter the direction. 
Overall, though, it’s simply that lefty pride ringing 
through! = NOAH GOODMAN 

The lefties are showing up in numbers! 


Best duo? Kid Ying and Dr. Yang from The Legend of 
the Mystical Ninja. Seriously, when are we gonna get 
more from those guys? — DAVID LAREAU 


The duo of Bill Rizer and Lance Bean might be the 
best pair in gaming, if for no other reason than 
because Contra was the game that introduced me to 
simultaneous cooperative play: the thrill of 
teamwork, the agony of falling into bottomless pits 
because your friend didn't coordinate his/her jump, 
the laughter of selfishly taking all the power-ups for 
yourself! — SIDNEY ENG 


DON’T ANGER 


Dear The Ox, 

I'm planning a stockpile of meat in Breath of 
the Wild. To that end, I’ve taken to hunting 
various large game in the Lanayru Spring. And 
I'm here to ask you, WHY IS HUNTING BOARS SO 
DIFFICULT!! Whenever I shoot a single arrow at 
those crazy creatures, they speed off wildly. I’m 
not fast enough to catch them, and I don't know 
how to trap them! So Ox, what should 1 do? 

— MAC 
Have you thought about just keeping kosher? 
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-STAREXORCIST 


- RIKUO86 
- GREENGUYCL - YIKOMEGA 


THE QUEEN OF RAMEN HAS ARRIVED 


We may have an early frontrunner for our 2017 Best New Character of the Year award, 
as the Nintendo fandom has quickly fallen in love with the newest character revealed 
to be a playable pugilist in ARMS: Min Min! Just when you thought Nintendo's charac- 
ter designers had peaked, here they are proving that they can turn a bowl of ramen 
noodles into a spectacular new mascot. We just had to highlight some Min Min fanart! 


THE PLAYER'S POLL 


Congratulations to Van Klesper, our winner of last issue's Player's Poll! 
Your new chance to win is below, and this time around we're interested to 
know your thoughts on this year's upcoming E3, as well as surprises in general! 


QUESTION #1 QUESTION 22 QUESTION 23 


Looking back over the history For this question, you'll have to 
of Nintendo's E3 showings, 


How do you feel about 


spoilers, in general? Do wait until E3 is over. Cool? OK. 
which moment or announce- you mind them, or not? So, what was the most shocking 
ment do you think was the How do you personally 


moment of E3 2017 for you? 
biggest surprise? define what a spoiler is? 


Can you believe they did that? 
Send your responses to PlayersPoll@NFMagazine.com with the subject line 
"Player's Poll for Issue #27" – this time, one reader whose answers are picked for 
print will win a copy of any new game that's revealed as a surprise at this year's E3! 


СОМІС ВКЕАК 
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HEY KIDS. 
LET'S HEAR A 
ROUND OF 
TUBULARTASTARIFFIC 
APPLAUSE FOR 
OUR GAME’S 
SECOND PLAYER. 
MANGO THE PANGÜOLIN.. 
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HECK YEAH basically a 
palette suap.” 


bodacious 
extra life 
repository’ 


Thanks for 
the free 
1-ир5, 
buddy??? 


Take a break 
while they scale 
giant platforming 

sections’ 


Let ‘em scout ahead to see if any high-level 


monsters are waiting to rip your pancreas out 
through your ears’? 


bh ÀhhAA А А A 


Wanna test out a 
new weapon? 
BEST TARGET: 
They're the PLAYER 27777 
MOST RADICAL 
makeshift 
springboards/?# 


Fling ‘em to certain doom 
just in case there's 
а collectible to grab.” 
on’t worry. pal? 
You сап just slam 
into those spikes... 
after you snag the prize’ 


Team up to confuse 
every single 
boss А.І. 
you come across 


m. vade ван The power of 


ААА ТТ nfs... 
I need to focus on?’ PLAYER 2. 
punk? 


SIMULTANEOUSLY? * 
WHAT DEVILRY IS ТНІ5?/Фз/Ф? 


BY LINDSEY LAYNE KING 
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SALES EXPLOSION! 


With over 2,400,000 sold already, Nintendo doubles production! 


THE HYPE IS real! 

We expected the Switch would do 
well at launch. We suspected the thirst 
was there, and not just made up in the 
minds of longtime Nintendo addicts 
like ourselves. But wowza! This system 
is seriously a hit! 

The Nintendo Switch went on sale 
on March 3. Throughout the remainder 
of that month, Nintendo has now 
reported, over 906,000 units were 
sold — in the United States alone! 
American gamers snagged almost a 
million Gray and Neon hardware 
bundles, often standing in long lines 
waiting for the opportunity to do so 
(or else furiously hammering on the F5 
key to refresh online retailers’ website 
listings, ready to pounce when the 
chance to buy went live). 

But that’s just the States! Around 
the globe, total sales of the Switch 
throughout the month of March 
topped 2,400,000 units — beating out 
the company’s highest projections! As 
a result, Nintendo has quickly 
responded by doubling their planned 
production of the system for 2017. 
They had initially planned to manufac- 
ture 8,000,000 Switch consoles before 
the end of this year, but that number’s 
now been doubled to 16,000,000. 
(Just look at the 16 Switches up above 


and imagine each one represents a full 
million consoles rolling off the 
assembly line before Christmas!) 

Even crazier, the Switch’s sales so 
far have outpaced the Wii! That 
console was a phenomenal main- 
stream darling, soaring to become 
Nintendo’s biggest modern success 
story. Until now, perhaps! We're still 
early on, but the Switch is trending 
ahead of the Wii at this point — and, 
critically, the Switch launched outside 
of the holiday season. AII of this is 
unheard of for a March retail debut. 

With all of these numbers in, the 
company has declared that the Switch 
is the fastest-selling Nintendo console 
of all time. My goodness. 

But that's not the only crazy 
success story of the past few weeks! 
The Legend of Zelda: Breath of the 
Wild has also shattered past records, 
quickly becoming the best-selling 
launch title in the company's history. It 
achieved that goal despite 406,000 
copies of the game being sold on the 
last-gen Wii U! The Switch version sold 
925,000, which is already nuts, but 
doubly so when you compare that to 
the 906,000 figure for Switches sold 
(these are the States-only numbers 
again, to clarify). Zelda sold more 
copies on Switch than the Switch itself! 
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No video game has ever had an 
attach rate above 10096, until now. In 
trying to make sense of the discrep- 
ancy, Nintendo posits that thousands 
of fans bought more than one copy of 
the game — perhaps picking up the 
Master Edition (seen below) as a col- 
lector's item to keep, then grabbing a 
second copy to be the one they'd open 
and play. 

So, overall, the Nintendo Switch is 
an incredible sales success so far. It'll 
be exciting to see if it can maintain 
this momentum through the end of 
2017, and beyond! 


Unbelievable! After living 
through the Wii launch 
(and covering that era 
professionally at IGN), | 
never thought we'd see 
that same lightning 
caught in a bottle again. 
TheSwitch still has a long 
way to go to dethrone its 
total sales, but it's off to a 


huge start! - LUCAS 


Yoshiaki Koizumi : 
a" 4 


THE NEW DIRECT 


Nintendo Direct goes in a different direction. 


DISCONTINUED?! 
The NES Classic Edition's run is done. 


AS THE SWITCH soars, the Classic crashes. 

Nintendo has discontinued the Nintendo Entertainment System: NES 
Classic Edition. It only just debuted in stores this past November 11, and 
Nintendo's notice of its production being ended went out on April 13, so 
the system had barely five months on the market before being canned. 

Understandably, many fans аге livid. This miniature version of the 
vintage NES hardware pre-loaded with 30 classic games from the '80s 
and early '90s was hyped for months leading up to its November debut, 
and demand far exceeded supply, leaving tons of fans who wanted one 
before Christmas out in the cold. Reportedly, the company didn't think 
it would be so popular, and they did respond by producing more than 
they'd first planned and restocking retailers a few times through the 
past few months. But even then, it's been incredibly rare to find, and 
many who wanted one still haven't been able to purchase one. 

Now, their only recourse may be eBay. 

In a statement to IGN, a company representative said, "NES Classic 
Edition wasn't intended to be an ongoing, long-term product." And 
that's probably true — it was probably meant to be a space-filler after 
the Switch got delayed into this year, so there was still a hot Nintendo 
console to buy for Holiday 2016. But it seems to have filled that space a 
little too well, so Nintendo could be pulling it now to keep it from 
taking focus away from the now-available Switch. 

Additionally, the company is surely aware of how quickly the mini 
NES was hacked to enable access to hundreds more games, and killing 
it now may be their way of stopping that bleeding. 


A lot of fans have reacted to this 
news with anger - and rightly so, 
as it is boneheaded to the point of 


being rage-inducing. I’m not mad 
myself, though. Just confused! 
What was the reason?! - LUCAS 


IN THE WAKE of the Nintendo Switch 
launch and the opening of a new 
chapter of the ongoing Nintendo story, 
Nintendo Direct video presentations 
seem to have been given a fresh coat 
of paint. 

The first Direct to be broadcast 
since the Switch went on sale 
happened on April 12, and stepping up 
to be the new face of the broadcast 
was Yoshiaki Koizumi. Fans praised his 
poise and personality in January's big 
Nintendo Switch Presentation 2017, as 
he carried himself with confidence and 
owned his segments, particularly the 
special effects-laden introduction to 
the Joy-Con controllers' features (the 
image of him explaining HD Rumble by 
shaking an invisible tumbler full of 
imaginary ice cubes was an instant 
classic). Right away, fans suggested 
that he'd be an appropriate choice to 
succeed the late Mr. Iwata as the 
regular presenter of future Nintendo 
Directs, and it seems that Nintendo 
felt the same way. Welcome, Mr. 
Koizumi! 

Another format revision also points 
to Directs entering an all-new era: 


Nintendo Direct Headlines. These 
segments offered rapid-fire news bits 
for a variety of games, hitting one 
after another, giving only a few 
seconds to each game before moving 
to the next! It was like being blasted 
with a fire hose of news. (In fact, it’s so 
fast that these segments might merit 
an extra viewing or two to soak in 
everything.) 

Though Directs were originally Mr. 
Iwata's domain, it’s great to see new 
talent taking up the torch. 


Гуе got whiplash from 
those first few rounds 
of Nintendo Direct 
Headlines! When your 


news is dropping faster 


than fans are able to 
tweet about it, you must 
havea ton to talk about. 
| wouldn't mind if they 
slowed down a bit next 


time! - LUCAS 


A Message From The Developer 


Ever Oasis 


Hunting For Something Different? 


Watch Out For The Definitive Version Of This Sequel 


A Classic Card-Meets-Board Game Series Returns 


Culdcept Revolt 


И. | Tell Your Own Tale, 


Make Your Own RPG 
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COLLECTOR'S CORNER 


THE NEW LEGENDARY NENDOROID 
Breath of the Wild’s Link is looking cuter than ever! GORGEOUS GUIDES 


IT SEEMS LIKE everything has more than one Club, Woodcutter’s Axe and the Hylian Hood for Piggyback’s got you covered. 
version these days! Good Smile Company's The bonus accessories on top of everything that the 
Legend of Zelda: Breath of the Wild Link regular version includes. Extra hair parts are also 
Nendoroid is playing right along, but has a lot to necessary for the hood, and are included as well. 
show for it. The regular version will retail in A saddle and bridle are also pre-equipped on 
Japan for Ұ4500 (around $40) and features Link your equine friend! | know what you're asking. No 
in his Champion's Tunic. Accessories include an Master Sword or Hylian Shield? Well, | suppose 
Ancient Arrow, Traveler's Bow, quiver, Traveler's you could steal it from a previous Nendoroid 
Shield, Traveler's Sword, sheath and the Sheikah Link, if you have that. As always, the chibi style of 
Slate. But then you see the picture of Nendoroid the figure is an acquired taste, but Good Smile 
Link riding a horse! The horse only comes with always seems to retain all of the detail of the 

the "DX" version of the figure, and that will retail more faithfully-proportioned figures and adds a 
at ¥5800 (about $52). The pretty chibi pony is healthy dose of charm. Link sets off on his 

also joined by a Raw Bird Drumstick, Bokoblin Nendoroid adventure this June! 


PIGGYBACK HAS UNDERTAKEN the monumen- 
tal task of mapping everything out in The Legend of 
Zelda: Breath of the Wild, and they have three dif- 
ferent guides to show for it. The Standard Edition 
retails for around $24.99 and features all of the 
info you need to complete all the shrines, quests 
and collectible hunts in the game. The Collector's 
Edition (above) adds a larger map and a 16-page 
art section, all bound in a hardcover for $39.99. 
Lastly, the Deluxe Edition (below) has two ribbon 
bookmarks, 16 pages of art and a 16-page retro- 
spective on the series in a "premium vintage hard- 
cover" for $79.99. 
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& ее Ф 
-Qmilvo: 
Collector’s Corner is compiled by Brett Martin, the world record holder Ф ay 
for the largest collection of Nintendo memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, U p D AT E 


The Video Game Memorabilia Museum, at videogamemm.com 


AFTER SEVERAL MONTHS of relatively little going on 
in the amiibo world, Nintendo's opened the floodgates! 

First up, Alm and Celica from Fire Emblem Echoes will 
be arriving on May 19, the same day as the game's release. 
The figures will be released in a two-pack and will retail 
for $24.99. Scanning them will grant access to a special 
dungeon from the get-go. Your stats for Alm and Celica 
can also be written to each respective amiibo, allowing 
you to summon them as ghost-like "illusory heroes" for 
temporary support in battle. Other Fire Emblem amiibo 
will also summon illusory allies as well. 

On June 23, three new Link amiibo will arrive, depicting 
the heroes of Hyrule who headlined Twilight Princess, 
Skyward Sword and Majora's Mask. Tapping them into 
Breath of the Wild will grant clothing from those games! 

Alongside Splatoon 2 on July 21, three new Inklings will 
get the amiibo treatment. They'll be able to remember 
your favorite gear sets when tapped into action. Also in 
July, a new Pikmin amiibo will launch with Hey! Pikmin 
(the new name of "Pikmin for Nintendo 3DS"). 

Oh, and there's just one more little bit of amiibo info to 
share... but you'll have to flip to Page 39 for that! 


PREPARE FOR TROUBLE 


... and make it double! Team Rocket joins the Figuarts lineup! 


A HOST OF Pokémon figures is coming from Bandai, and they'll be utilizing the brand's popular 
S.H. Figuarts line which is known for its impressive detail and articulation. Prepare your hearts 
and minds for a blast of nostalgia, because the three figures chosen for the set are Ash, Jessie 
and James — the latter two from Team Rocket! (Meowth and Pikachu couldn't resist tagging 
along as well.) Team Rocket, complete with bonus zany expressions and extra hands, will retail 
for 10260 (around $90). Ash and Pikachu will be ¥4860 (or $42). James’ rose and Ash's Poke 
Ball are parts of their respective bonus hand pieces and cannot be separated. Ash also has a 
bonus hair piece that removes his hat. While Meowth and Pikachu lack the full articulation of 
their human counterparts, their faithful recreation and proper scale will be appreciated. All of 
these figures will debut in Japan this June, and they're available from import shops and may be 
picked up for distribution via Bluefin here. All figures come with support bases and poles for 
maximum poseability. These will go nicely with the previous Charizard and Lucario S.H. Figuarts! 


Кірвү5 TURNING 25! 


Let the celebration commence - with cute plush toys! 


THIS YEAR MARKS Kirby's 25th birthday, and Banpresto and Three British 
Trade are celebrating with lots of unique goods. The Three British Trade items 
are a pair of retro plushes presenting the pink puffball in his styles from Kirby's 
Adventure and Kirby 64: The Crystal Shards. They even come with pouches that 
resemble the Japanese box art of both games! These are available for purchase in Д 
Japan only, at around $30 each. - 

Meanwhile, Banpresto has more commemorative items — but they aren't for sale 
anywhere! Every year, Banpresto runs a lottery called Ichiban Kuji (only in Japan, of 
course). Each yearly drawing has a theme, and Kirby is the lucky star this year! Prizes 
include an immense bean bag Kirby plush, along with its own set of retro-styled plush 
keychains that include Waddle Dee. Then there are two sets of drinking glasses, retro 
rubber keychains, a Maxim Tomato ceramic pot, towels and cushions. It's quite a spread! 
If you're planning to go after those lottery items, they occasionally show up on Japanese 
auction sites — but you'll need to save up some cash! 

Plenty of other Kirby items, like a "chocolate" series of non-edible but chocolate-themed 
items, or a set of drinking glass cling figures, are flooding into Japan's market this year too. 
This likely only scratches the surface for new Kirby merch, as he does very well in Japan! 


E'S READY TO WRECK ІТ... AGAIN! 


Wreck-lt Ralph 2 is on its way to theaters in less than а year. 


WE DON’T OFTEN report on movie 
news here in this video game-focused 
magazine, but if there’s an exception 
to that general rule, it would have to 
be when there’s a chance to report on 
a video game-focused movie! 

The first Wreck-It Ralph film was a 
love letter to video games — particu- 
larly the old arcade scene of the early 
"805. It chronicled the adventures of 
Ralph, a villain from a fictional game 
that fictionally released in the same 
era as real-world coin-op hits like 
Donkey Kong, Pac-Man and Q*Bert. 
Ralph is able to travel outside of his 
own game and enter other video 
games, interacting with their charac- 
ters along the way. Icons like Bowser, 
Zangief, Sonic the Hedgehog and Dr. 
Eggman made cameo appearances! 


One key cameo didn't make the cut, 
though: Mario! Seeing King Koopa as 
part of Ralph's "Bad-Anon" support 
group for villains naturally led fans of 
the Super Mario series to want to also 
see the mustached man himself turn 
up, but he was only referenced in a 
line of dialogue and never seen on- 
screen. The film's creators have said in 
interviews that they wanted Mario to 
make it into the movie, and Nintendo 
had offered him, but in the end they 
couldn't find a scene in which it would 
have made sense to include him. 

However! Shortly after the film's 
success in late 2012, word of a sequel 
began to spread. And, if nothing too 
drastic has happened behind the 


Yeah! 


The Switch is a huge sales 


~w 


success from the start! 
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scenes since then, Mario is supposed 
to be featured іп Wreck-It Ralph 2! 

Disney's recently confirmed the 
new movie's full title as "Ralph Breaks 
the Internet: Wreck-It Ralph 2," and it's 
scheduled to debut in theaters on 
March 9, 2018. In this new adventure, 
Ralph and his best friend Vanellope 
travel through a WiFi router that gets 
plugged in at their old arcade and end 
up in the vast expanse of the Internet, 
encountering comedic riffs on popular 
websites like Amazon, Google and 
Wikipedia. How exploring the Internet 
ties into running into Mario is a 
mystery for the moment, but next 
March will be here before we know it, 
so we'll find out soon enough! 


My nostalgic heart 
sped up to beating 
twice as fast when 
watching the first 
Wreck-lt Ralph in 
2012. | loved it! It paid 
excellent homage to 
the early 805 arcade 
scene and video games 
as a whole beyond 
that, and it was just a 
good movie besides all 
the retro references. 
| can't wait for #2! 
- LUCAS 


 Unyeah... 


l'm bummed that the 


GAME FORECAST 


A quick look at the biggest games coming in the months ahead. 


& DLC! 


Upcoming add-on content. 


ARRIVING ON STORE shelves very shortly after we send this 
issue out the door is Mario Kart 8 Deluxe, the enhanced and 
upgraded edition of the Wii U’s most popular game! It sold over 
8,000,000 copies on that now-retired console, so how well will 
this version do? We take one last look in a final preview on Page 
38, and our full review will be in our next issue! (We've got the 
final game, but need to wait for online to go live to the public.) 


DELUXE 


WITH MARIO KART dropping on April 28, there 
won't be a major Switch release in the month of 
May - so the 3DS is stepping back up to offer a big 
new release instead! Fire Emblem Echoes: Shadows 
of Valentia is a full remake of Fire Emblem Gaiden 
(a.k.a. Fire Emblem 2), and it goes on sale on May 
19. We've got a preview for you on Pages 30 and 31! 


LIRE EMBL Ms 


Shadows of Valentia coe 


SWITCH OWNERS WON'T be left entirely out in the cold in 
the weeks between first-party retail releases, though, as 
Capcom is leaping into the fray with their first release for the 
new system on May 26: Ultra Street Fighter Il: The Final 
Challengers. It's an upgraded edition of the classic '90s fighter 
that defined the arcade scene for years. Read more about it and 
its unique first-person mode on Page 37! 


NINTENDO PROMISED ARMS would arrive in 
the Spring, and they're getting in just under the 
wire by launching this wild new spin on the fighting 
genre on June 16. That's the Friday of the week of 
E3, so it'll be interesting to see how much emphasis 
the company places on it at the Expo! You can learn 
more about ARMS on Pages 34 and 35. 


ARMS 


FOLLOWING ARMS TO market by just one week will be Ever 
Oasis, which hits store shelves on June 23. This game's been 
А flying under the radar since its reveal at last year’s ЕЗ, but 305 
adsis owners should be excited for it — it’s a new, original IP crafted 
by the same team that made The Legend of Zelda: Majora’s 
Mask 3D, and it’s directed by Koichi Ishii, who created the Secret 
of Mana series! We'll have more on it next time! 


ver 


FINALLY, THE GAME selected to adorn the cover 
of this issue will be yours to own on July 21. The 
first Splatoon was a perfect "Game of the Summer" 
back in 2015, and while this sequel is shipping a 
little later than that one did, you should still have 
plenty of time to enjoy it before the new school 
year starts. See our fresh take on Pages 26 and 27! 


My head is spinning with the Switch lineup — but in a good way! Mario Kart 
8 Deluxe, ARMS and Splatoon 2 are arriving in such close proximity that 


I'm hopeful Nintendo's finally solved the drought problems that plagued 
the Wii U era. Hopefully the trend will continue through to the end of 
2017, and beyond! It’s nice not having to wait so long! - LUCAS 


SHOVEL 
К NICHT 


WE'RE FINALLY ENTERING the final phase of 
Shovel Knight DLC development, as the team at Yacht 
Club Games completed the Specter of Torment expan- 

sion (which you can read all about in our review on 
Page 20), and that means that there's only one last 
playable knight campaign on the future schedule! Yes, 
that glittering, gilded, golden goon King Knight will be 
the last member of the Order of No Quarter to be 
transformed from boss character to playable hero, 
and Yacht Club's promised that his campaign will be 
launched before the end of this year. The long-awaited 
Battle Mode will also be coming soon, and once that's 
out, Shovel Knight's Treasure Trove will be complete! 
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ГНЕ LEGEND ОҒ 


BREATH9WILD 


WAIT, WHAT'S THIS? A main series 
Legend of Zelda game popping up in the 
upcoming DLC area?! Yes, it's true — just 
in case you had any doubts about the Big 
N catching up with industry trends, 
Breath of the Wild is getting a Season 
Pass. Or, rather, an "Expansion Pass." For 
more details, flip over to Page 75 at the 
end of our Breath of the Wild review! 
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SEQUELS STOCK THE SWITCH ESHOP 


There's a whole lot of “2s” coming soon to the Switch. Here's a Top 10 to keep an eye on! 


STEAMWORLD DIG 2 


IT SEEMS LIKE a whole lot of sequels are set to set up shop in the Switch 
eShop as the system’s just getting started this year, and leading the charge is 
one that came as a Surprise: SteamWorld Dig 2! We've known for a while that 
he team at Image & Form were working on a new SteamWorld project for the 
Switch, but most thought it would be another new genre, following up on Tower 
Defense, Dig and Heist. Not so! For the first time the Image & Form team is 
revisiting one of their past works and crafting a direct, numbered sequel! 

So how will Dig 2 attempt to be better than Dig 1? For one, there's more 
mystery and intrigue from the start this time around, as Dig 15 protagonist 
Rusty is nowhere to be found. Where is he? What happened to him? One of the 
first game's supporting characters, Dorothy, has been upgraded to playable 
hero status as she attempts to answer those questions. 

Pickaxe in hand, she'll dig down into the darkest depths of SteamWorld in 
search of her friend. This underworld is more vibrant than before, though, as 
Image & Form have refined their visual abilities through the past several years. 
And with Switch's hybrid nature, they'll be able to focus on just one platform 
rather than splitting their focus. | can't wait to dig again! — LUCAS 
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ITTLE DEW 2 


EVERY NINTENDO HOME console has been host to at least one Legend of 
Zelda exclusive . . . except for the Wii U. Hyrule Warriors came close, but it 
doesn't technically contain the words "Legend of Zelda" in its name, and it was 
only a Wii U exclusive for about a year and a half. No fair! 

For those who were willing to dig, Ittle Dew was there to pick up the slack. 
It's about as close to a classic 2D Zelda game as you can get on Wii U, except 
with squiggly hand-drawn graphics, a bit more of a focus on puzzle-solving and 
alot more goofy humor. 

While it never became a household name, the game did well enough to 
inspire a sequel. Ittle Dew 2 looks even more like a Zelda game than the 
original, with cel-shaded graphics that would make Toon Link feel right at 
home. It's also more action-focused, giving titular hero Ittle a Link-like dodge 
roll and a lot more enemies to contend with. The world is bigger, but everything 
is faster to compensate, and there are way more secrets and treasures strewn 
about, making for a much better all-around "fun moments per second" ratio. 
Other than that, Ittle Dew 2 is just more top-down action/adventure fun, and 

it'll do just fine when it's released on Switch later this year! – JONATHAN 
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THE ESCAPISTS 2 


FIRST RELEASED BACK in 2015, The Escapists was visually cute, but gruel- 
ingly serious in its gameplay: You played the role of an inmate locked down in a 
series of progressively more secure prisons, and your goal, per the title, was to 
find a way to escape from each one. The challenge was that The Escapists 
wasn't just a simple stealth game, or a beat-'em-up or anything straightforward 
like that. Instead, you just had to live out day after day of life as a common 
prisoner, taking small steps over a course of a long period of time to set up an 
eventual escape attempt — gathering items like a guard's uniform to use to 
disguise yourself (without getting caught stealing it), maintaining positive 
enough relationships with other inmates so they didn't decide to shank you out 
in the yard and planning out just which path you'd use when you felt ready to 
finally make a break for it. 

The Escapists never came to a Nintendo system, but it found a huge 
audience on other platforms — enough to ensure that it wasn't just a one-and- 
done design. Now, thankfully, we're getting in on the fun! The Escapists 2 has 
the same basic premise as before, but this sequel is adding multiplayer to the 
mix, so you and a friend can coordinate a joint prison break. Or, if you don't feel 
like collaborating, face off against each other in Versus Mode! — LUCAS 


TOEJAM & EARL: 
BACK IN THE GROOVE 


TOEJAM AND EARL have always been funky misfits. They first debuted on 
the Sega Genesis back in 1991, a time when increasingly realistic and violent 
games were gaining popularity at a record pace. These peace-loving, '90s hip 
hop-addicted aliens were odd ducks then, and they're even more nonconform- 
ing now, which is a big reason why their fans are so loyal. If you've ever felt like 
you just can't help but be different, chances are you can relate with this chunky 
alien in board shorts and his three-legged friend. 

The upcoming ToeJam & Earl: Back in the Groove is the first game in the 
series that's completely independent of publisher control, allowing co-creator 
Greg Johnson to finally make the sequel he's always wanted. The second 
ToeJam & Earl was a 2D platformer, because the publisher said it had to be. The 
third game was a 3D platformer, again, because the publisher demanded it. 
With ToeJam & Earl: Back in the Groove, all creative decisions are in the hands 
of the developers, though they are constantly asking fans for feedback, making 
for a game that mixes new and old in a delightful way. - JONATHAN 


SHAKEDOWN: HAWAII 


RETRO CITY RAMPAGE was originally a homebrew NES game called Grand 
Theftendo, created by then-solo developer Brian Provinciano. Brian would 
eventually adapt his game into something that could run on nearly every 
console, though he worked hard to keep its 8-bit aesthetic intact throughout. 
Over the years, many have confused Retro City Rampage with another pixel-art 
action release, Hotline Miami. This case of mistaken identity was inspiration for 
the title of Retro City Rampage's official 16-bit sequel, Shakedown: Hawaii. 

Free of the restrictions of old coding languages and wise from lessons 
learned over years of development, Shakedown: Hawaii takes lighthearted, 
crime-based, open-world 2D action to a "Super" new level. Beautifully 
animated, less reliant on video game reference comedy, packed with content 
and dripping with style, this all-new story brings the one-man army known only 
as "The Player" to the tropics, where his neverending crime spree continues. 

Being so close to the water means both swimming and boat driving are now 
regular activities for this middle-aged malcontent, and that's just the start of 
what's new this time. (Speaking of middle age, | was lucky enough to appear as 
myself in the original Retro City Rampage. | doubt I'll be in this new one though. 
Frankly, they may be better off without my old bald head.) - JONATHAN 


7” з б a e 
WARGROOVE 


SPEAKING OF “GROOVES,” here's another groovy Switch-bound sequel: 
Wargroove. Well, OK, it's not officially a sequel — but just look at it! That's 
totally an Advance Wars game, isn't it? And since Nintendo and Intelligent 
Systems have completely dropped the Advance Wars series for some reason, it's 
time to look to solid spiritual successors like this to get our fix for cartoony, 2D, 
grid-based strategy wargaming. 

Wargroove is heading to the Switch thanks to Chucklefish Games, the same 
team who created Starbound and are helping titles like Stardew Valley and 
Pocket Rumble come to the eShop as well. They've taken the most recent 
Advance Wars games as a template and added their own flair — the units are 
fantasy-based soldiers, dragons and the like instead of modern troops and 
tanks, but battles play out in the same half-and-half split-screen style that takes 
terrain traits into account to influence each outcome. Speaking of terrain, you 
can be the one who decides how the maps are laid out through an extensive 
level editor. You can also battle against up to three other commanders, either 
online or locally in four-player confrontations! 

Advance Wars may be AWOL, but this game fits into its groove! — LUCAS 
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МВА PLAYGROUNDS 


WE'VE MOVED INTO the realm of "not officially sequels, but still pretty much 
sequels" now, and the next game to stand comfortably in that category is NBA 
Playgrounds. Gamers from the '90s need only glance at the screenshot above to 
come to the quick conclusion that this is meant to be a modern successor to the 
arcade legend NBA Jam! 

NBA Jam was a trailblazing adaptation of professional basketball action 
when it first arrived on the scene in the form of a coin-op cabinet in 1993. 
unlike other more serious sims of the sport, Jam was purposefully ridiculous, 
with every action on the court displayed in comically over-the-top fashion — 
players would leap 50 feet into the air before slamming home a dunk, the ball 
would catch on fire if the same team scored three times in a row and the com- 
mentators would scream with excitement in every passing moment. The design 
also cut out 6096 of each team, leaving only two men on each side of the court 
— which helped keep things simple and accessible, and also allowed each 
team's most popular star players to be highlighted. 

МВА Playgrounds brings all of that back on the Switch. Modern 3D visuals 
render each pro in exaggerated caricature. Both current and retired players are 
in the roster, so feel free to have Steph Curry take on Magic Johson! — LUCAS 
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BATTLE PRINCESS MADELYN 


IT’S BEEN A long time since Capcom’s Ghosts ’n Goblins series had an official 
sequel, but Arthur’s classic adventures have inspired a new spiritual successor! 
Coming off a highly successful Kickstarter campaign, Battle Princess Madelyn is 
now on its way to Switch. The game tells the story of Madelyn, a young warrior 
princess who's out for revenge against the evil wizard who murdered Fritzy, her 
precious pet puppy. It’s a sad note to start out on, though it’s not long before 
Madelyn is cheered up by Fritzy's ghost, who joins her for the bulk of her battle 
against a harrowing horde of monsters and miscreants. 

It might sound unbelievable, but Madelyn is actually based on a real person! 
Causal Bit Games’ Creative Director Christopher Obritsch’s daughter, also 
named Madelyn, once lamented to her father that she could never star ina 
game like Ghosts ’n Goblins because "Daddy, girls can’t be knights." After 
hearing that, Chris decided to prove her wrong with a game that not only stars 
a girl, but also outdoes Ghosts ’n Goblins in every way possible. It’s a globetrot- 
ting adventure, spanning both space and time, presented across a large over- 
world map. It also features a more varied combat engine than most games in 
the genre, with a wide breadth of upgrades and a deep, rewarding combo 
system. Capcom’s Arthur must be pretty jealous! — JONATHAN 


SINE MORA EX 


SINE MORA MEANS "without delay" in Latin. The name smacks of irony, 
given that this is the first game that Grasshopper Manufacture has put together 
for a Nintendo home console since No More Heroes 2, released back in 2010! All 
bitterness aside, it’s exciting to see Sine Mora EX headed to Switch. 

It may look like a basic 2D shmup at first, but scratch the surface and you'll 
find Grasshopper's signature surrealist style strewn all over. Like in Star Fox, 
every character here is some kind of anthropomorphic animal. Unlike in Star 
Fox, some of these fuzzy dog fighters spout all sorts of curse words when 
they're in trouble. Also, everyone here speaks Hungarian. 

Sine Mora EX's story takes place in both the present and the past, ultimately 
serving as its own prequel, offering multiple branching paths and endings. Time 
is also a major component to the gameplay. Taking a hit doesn't reduce your 
health, but it does speed up the in-game timer. Once you're out of time, it's 
Game Over. This creates a dynamic where every hit pressures you to play even 
more skillfully, instead of just making you feel like a failure. 

With its intense shmup action, Sine Mora EX should hopefully help tide over 
Grasshopper fans until Travis Touchdown’s next outing is ready! — JONATHAN 
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OVERCOOKED: 
SPECIAL EDITION 


FINALLY, HERE'S ONE last selection that isn't exactly a sequel, but it is at 
least a better version of its original release (so we'll count it). 

Overcooked came out on PC, Р54 and Xbox One last August, and players on 
those platforms immediately sang its multiplayer praises. The game casts you 
and up to three friends as chefs working in a restaurant kitchen. At first, the 
action is entirely low-key and simple — you're just performing basic tasks like 
chopping up tomatoes and cleaning dishes. But, soon enough, things begin to 
get much more complicated. You're tasked with preparing dishes that require 
an increasingly diverse array of ingredients and you've got so many orders 
coming in that you can't possibly handle them all by yourself, so you're forced 
to divide and conquer, assigning different jobs to every player and yelling out 
when you need some task completed to help you then complete your task, and 
then your friends aren't standing in the right place at the right time, апа... 

Well, maybe you get the idea. Overcooked is frantic, chaotic fun, and its new 
Special Edition on Switch will come bundled with all its existing DLC! — LUCAS 
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VERTICALITY 


Mild musings on a minor feature. 


AFTER GETTING MYSELF excited about the 
possibilities of the Switch Virtual Console months 
ago, here we are going to press with our first 
issue post-launch, still without word from the Big 
N on whether or not the Switch is even getting a 
Virtual Console! Sure, some legacy titles from the 
NEO GEO library have been popping up in the 
eShop, but zip and zilch from Nintendo about any 
of their classics coming to the new system. 

The retro-addicted part of my brain has there- 
fore been left to wander aimlessly, continuing to 
consider the "what ifs" for the still-imaginary VC 
on Switch. Most recently, Namco’s given me new 
food for thought with their announcement of the 
new Namco Museum collection for Switch. It’s got 
10 different arcade classics, ranging from Dig Dug 
to Pac-Man to Galaga. That’s nothing new — these 
same games have been re-released countless 
times before. What is new on Switch, though, is 
their vertical orientation, seen above! 

It’s a really minor thing to get excited about, 
granted. But | hadn’t considered taking the tablet 
part of the Switch and rotating it 90 degrees to 
stand on end — doing that, though, presents the 
possibility of better replicating the experience of 
early '80s arcade displays, many of which were 
taller than they were wide. Nintendo's been very 
guarded with the arcade versions of their "805 
hits (maybe because they legally can't re-release 
them), but my retro-addicted brain with nothing 
to do but speculate, hope and dream wishes they 
would take Namco's lead here and give us some 
portable, vertical classic arcade fun! — LUCAS 


THE NEW UNLIKELY Duo 


Bear and bird? Chameleon plus bat? Bah. Chicken Wiggle pairs up a 


CHICKENS HAVEN'T HAD the best treatment in 
the world of video games. Just look at the Legend of 
Zelda titles for the perfect example! Sure, they may 
be called Cuccos there, but they’re just chickens by a 
different name. The poor things are used to float 
around with, beat up on and throw into battles. It’s 
about time a developer stepped forward and gave 
chickens a starring role with some respect! That’s 
where Atooi comes in with their upcoming 3DS title, 
Chicken Wiggle. 

Atooi is the new brand for games coming from 
Jools Watsham, and true to his Renegade Kid roots, 
Chicken Wiggle is a 2D platforming adventure. You'll 
be taking on the role of both a chicken and a worm 
who are paired together on their journey. These two 
fast friends actually share a lot in common with 
Banjo and Kazooie: The chicken carries around his 
wormy friend in a backpack, just as Banjo did with 
Kazooie. As you've probably guessed, the chicken 
also uses his worm pal to traverse platforms and 


tiny chick with a wiggling worm! 


utilize grips — by whipping him around like a lasso! 
Furthermore, the chicken's backpack is even the same 
color as Banjo's. There's certainly nothing wrong with 
taking your inspiration from some of the all-time 
greats! 

While there's an entire solo adventure for you to 
make your way through, that's just the start of what 
Chicken Wiggle has to offer. Chicken Wiggle somehow 
manages to pack in a fully-featured level editor! Pretty 
much everything you see during the course of the solo 
game can be twisted, turned, placed and fine-tuned to 
create a level of your own. You can even change up 
some of the gameplay rules and choose from a variety 
of different art themes. 

What are you going to do with all these fancy levels 
you've made? Believe it or not, you can take your cre- 
ations online and share them with the world! Chicken 
Wiggle includes a community portal that lets you strut 
your stuff online and show the planet just how great of 
a game dev you are. Other players will get to sort 
through all the online content, find your levels and 
even rate them once they've given the level a go. You 
might soon find your creations making it onto the 
"Popular" list, which is just one of the many filters the 
online portal lets you sift through. 

Chicken Wiggle is looking to be another fantastic 
experience from Jools. While there's no official release 
date for the title yet, it should see a release into the 
3DS eShop later in 2017. So far, the title looks jam- 
packed with content and all sorts of neat touches that 
should keep players busy for quite some time! And 
depending on how big the level building and commu- 
nity aspect gets, we could see Chicken Wiggle getting 
dev support for years to come. We're certainly ready 
to wiggle! - KEVIN C. 
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GEN 2 ISA СО 


Pokemon GO goes to Johto. 


POKEMON GO IS one of the oddest video game 
releases I’ve ever seen — and I've played the 
original Steel Battalion in all of its $200 controller 
glory! They really had momentum going into its 
worldwide rollout, and it still makes quite a bit of 
cash daily, but it went from one of the biggest 
phenomena of all time to a proverbial flash in the 
pan in just a few months. The core issue was 
content — and some major mechanical shortcom- 
ings, one of which has been assuaged somewhat 
with the addition of the second generation. 

Although no Legendaries have been sighted 
yet (they're confirmed for this year), the Pokédex 
has been juiced up to 251 'mons, even including 
all 26 letter variants of the alphabet-inspired 
Unown. Once the second generation rolled out we 
also got a few general alterations, like more 
frequent events (such as a recent Pikachu cel- 
ebration and an Egg-themed Easter event), and 
some gameplay tweaks like guaranteed evolution 
items if you complete a seven-day streak. 

But there's still plenty of room for improve- 
ment. Back in July of 2016 I created a wishlist for 
Pokémon GO, and only half of it has become a 
reality. There's still no trade feature (which would 
have really helped retain casual users at launch) 
and no on-the-spot battling — you still have to 
deal with the power player-dominated Gym 
system. There also aren't really any consolida- 
tions for endgame play, and the final stretch from 
Levels 30 to 40 can feel like a slog (I've been 
hovering just under 30 myself for months). 

Hopefully we see another resurgence and 
everyone gets outside talking to each other again, 
but for now, areas once full of people in my town 
only have a few fans playing at a time. — CHRIS 
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RUNNER3: Now REVEALED! 


At last, we can talk about it officially: Runner3 is coming to Switch! 


DON'T LOOK SURPRISED! Our exclusive reveal of 
Runner3's Sadbot in Issue 425 and our interview with 
BIT.TRIP creators Mike Roush and Alex Neuse in Issue 
#26 were both pretty big hints, but now the cat's out 
of the bag. Runner3 is officially coming to Switch! 

In that interview, Mike and Alex said that Runner3 
may be the BIT.TRIP equivalent to Super Mario Galaxy, 
so we know they have a lot of new ideas in store for 
us. For now though, they're keeping most of those 
details under wraps. Runner3 will still be an auto- 
running rhythm platformer at heart, with double 
jumps, vehicle rides and other additions changing 
things up in significant ways. Beyond that, many of 
Runner3's new gameplay mechanics remain a 
mystery. 

Instead, the gang at Choice Provisions are using 
this time to focus on the more subtle upgrades and 
alterations that Runner3 will bring to the table, 
allowing fans to use their imaginations to fill in the 
rest. Take the soundtrack for example. With Runner3, 
BIT.TRIP series composer Matt Harwood has produced 
his most unrestrained, unabashedly wacky work to 
date! The music from the first six BITTRIP games 
showed us the life pulsing through the inorganic soul 
of the Atari era. Runner2 expanded on that concept 
by bringing the action to real world places. By com- 
parison, Runner3 sounds boundless. We've heard the 
theme for Foodland, one of the game's new levels, 
and it's simply bursting with joy, incorporating horns, 
pots and pans, and even human laughter into the 


composition. It's a powerhouse of a track, like some- 
thing straight out of a classic Warner Bros. cartoon. 

Spookyland, the other new level we've seen, 
features a boss fight against a group of grumpy avian 
attorneys called the Parliament of Owls. Harvey 
Birdman would be proud! It also features a new 
mission type called a "Hero Quest" where a giant 
talking wolf asks you for "Stargazy Pies." I'm guessing 
this will send you back into a level to search for secret 
items, implying a new emphasis on exploration. 

The game's Retro Challenges also go big on explor- 
ing. No auto-running here! You can take your time as 
you hunt for new items called "Gildans." Along the 
way, you'll fight a huge host of enemies, some of 
whom were first seen in Whoa Davel, one of Choice 
Provisions' newest franchises. In fact, these "Retro" 
levels don't look old at all! With graphics that 
resemble paper dolls, this "game within a game" 
looks downright futuristic with its clean, stylish 
visuals. 

You can also see Whoa Dave's titular protagonist 
sharing an elevator with BIT.TRIP’s CommanderVideo 
in the game's debut trailer. That makes four new cast 
members primed for their BIT.TRIP debut in Runner3, 
including the previously revealed Sadbot, an exotic, 
mascara-loving carrot woman and a mysterious new 
member of the Video family. Could this be the long- 
rumored CommandkidVideo? Only time will tell! 

Runner3 will dash exclusively into the Nintendo 
Switch eShop in Q3 of this year! — JONATHAN 


Couples’ Therapy 


GETTING INTO 
SHAPE is more fun with a friend. 
This probably holds true for exercise 
too, but in this particular case, we're 
talking about Snipperclips, an eShop 
launch game for Nintendo Switch! 
Snipperclips transforms construc- 
tion paper cutouts into playable 
characters, which then leads to the 
main hook of this playful puzzler: 
You can chop off portions of your pal 
to solve environmental problems, or 
even to create a specific shape. (Now 
to be clear, going solo is available in 
the game. But I partnered with my 
better half for the entire experience.) 
The main mode in Snipperclips 
sees players working through single- 
screen stages, solving puzzles that 
are fascinating in that they allow for 
a variety of solutions. For instance, 
one level presented a 


problem where flowing water must 
be moved to fill a container. You 
might create a ramp of sorts, or 
maybe cut your co-op partner into a 
bucket shape to carry the liquid! 
There are even times where it 
might feel like you're doing some- 
thing the game never intended. In a 
firefly-guiding stage, we didn't alter 
our shapes at all, but instead just 
used brute force (as well as a lot of 
jumping and giggling) to reposition 
the bug. But hey, there's brilliance in 
that too! The characters' malleability 
means there are multiple ways to 
approach each and every problem. 
The meshing of methodologies is 
one aspect my wife highlighted. She 
praised the game for forcing us to 
work together, especially when 
finding a solution. Each person 
might point to a possible 
pathway to clearing a level, 
but communication and 
then execution are crucial in 
Snipperclips. 
No doubt this can also lead 
to plenty of frustration too! Don't 
expect just one person to carry the 
team. You're reliant on your team- 


mate rotating and repositioning their 
character to create solutions in 
Snipperclips — and this means argu- 
ments will arise. 

Another irritating issue is that 
Snipperclips only accepts Joy-Cons 
as compatible controllers. For a 
game where rotating your character 
with shoulder buttons is so integral, 
this is problematic. The small, 
detachable pads offer less-than-ideal 
bumpers for your fingers. So if 
you're like me, you can only stare at 
the Pro Controller's more ergonomic 
ayout while playing and be annoyed. 

To add insult to injury, this means 
four-player Snipperclips becomes 
cordoned off. A third friend couldn't 
join us in a game with the Pro 
Controller — to bring in more people, 
| would have to purchase more 
Joy-Cons. (Here's hoping this gets 
patched in the future.) 

Now collaboration isn't always the 
name of the game in Snipperclips — 
there's also a competitive side. While 

this pales in comparison to the 
cooperative modes, one mini- 
game stands out: Hockey. It's 
almost identical to air hockey, 
but your character can glide 
across the whole playing 
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surface (and even cut up your chal- 
lenger). Your oblong shape also puts 
different spins on the puck when 
compared to a standard circular 
mallet. Oh, and character rotation 
adds a new wrinkle as well! Needless 
to say, it's simple but led to lots of 
laughs and entertainment. 

That sums up Snipperclips overall. 
This puzzler gives you the space and 
options to get silly with solutions. 
The characters themselves showcase 
a wide range of goofy emotions, 
complementing the visual style and 
vibe of the game. It's inviting and 
almost has a school-like feel. Though 
there's plenty of funkiness too. 

Still, all of this charm might not 
make Snipperclips worthwhile for a 
single person. | can't imagine going 
it alone in this game, because so 
much of its experience seems coop- 
erative in nature. The game's subtitle 
is even "Cut It Out, Together." 

With a friend, family member or 
spouse, Snipperclips shines. It's a 
great puzzle game that offers smart 
brainteasers and imaginative 
freedom. — EVAN 
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SHOVEL KNIGHT: SPECTER ОҒ 
TORMENT stars an unholy antihero, 
back from the dead and reaping for a 
living. It’s fitting, as his adventure 
marks the third time Shovel Knight 
has been resurrected from the 
natural death (in sales) that lies in 
wait for most games after their first 
year on the market. First came the 
free DLC starring Plague Knight, 
whose explosive antics helped the 
game sell just as well in 2015 as it 
did at launch the year prior. Then 
came the release of the Shovel 
Knight amiibo in 2016, which, along 
with the physical release of the 
game, allowed Shovel Knight's sales 
to bounce to life yet again. 

Which brings us to 2017 and the 
release of Specter of Torment, which 
has sold like gangbusters as a Switch 
launch title, despite being available 
for free to anyone who 
purchased 


Shovel Knight before March 3. After 
that date, the game's pricing 
changed, making Specter of Torment 
available as either a standalone 
game, or as part of the larger Shovel 
Knight: Treasure Trove package; a 
compilation of everything Shovel 
Knight, past, present and future. 

This piecemeal distribution 
method may seem unusual, but it 
makes sense given the unique place 
that Specter of Torment holds in the 
series. It's both a prequel to the 
original Shovel Knight and a fully 
independent experience, featuring 
its own special brand of action plat- 
forming, complete with rotten 
chicken snacks. 

As a warrior, Shovel Knight's style 
was grounded in physics, bounding 
off bad guys. His foe and rival Plague 
Knight was all about chemistry, con- 
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d Slash in the Past 


cocting explosives to take out his 
enemies. Unlike those mortals, 
Specter Knight's approach isn’t 
based in the natural world at all. 
Instead, he uses dark magic to run 
up walls, ride his scythe like a skate- 
board and soar across the screen 
with a viscous jumping lock-on 
attack. This aerial maneuver is the 
central hook of the Specter Knight 
experience, tasking the player to 
leap into all forms of danger at a 
near-constant pace. 

These techniques are actually car- 
ryovers from Specter Knight's days 
among the living. Before he joined 
the ranks of the undead, he was an 
adventurer in his own right, though 
the secrets of his past life aren’t 
readily apparent. Instead, Specter 
Knight's origin is told through inter- 
mittent playable flashbacks. (Not to 
spoil it, but the story does a great 
job of pulling at the heartstrings.) 
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Being dead prevents Specter 
Knight from traveling the land, so 
instead, he chooses levels through a 
Mega Man-style select screen. Also 
like Mega Man, defeating each boss 
allows Specter Knight to collect a 
new weapon, with every victory 
bringing him one step closer to 
becoming the overpowered angel of 
death we first met in Shovel Knight 
back in 2014. The level design here is 
all new, while the soundtrack 
features familiar but fresh rear- 
rangements from the original game. 
New enemies and backgrounds are 
peppered throughout, with bosses 
that are either 100% unique, or 
remixed to fit with Specter Knight’s 
signature fighting style. And just 
when you think it's all over, you're 
pulled back in with a New Game+ 
mode that ties Specter Knight's life 
to his magic meter, making every 
move a potential killer, for him and 
his enemies both! 

A faster-paced, densely packed, 
more melancholy and visceral expe- 
rience than previous entries in the 
Shovel Knight series, Specter of 
Torment is not one to let rest in 

peace. Grab it! — JONATHAN 


2 Gos, 3 Dimensions 


THIS IS THE 

sequel to one of the 

unsung heroes of the ill-fated DSiWare storefront! Just like the 
first Go! Go! Kokopolo, this unassuming indie adventure plays like 
a cross between Pac-Man and Sonic the Hedgehog. Taking on the 
role of a rascally bipedal cat or one of his two kooky friends, the 
goal here is to take out every enemy you find while exploring a 
series of crazy mazes. 

The trick is, you can't just walk up to a bad guy and whack 'em. 
Hitting them only makes them mad, causing them to chase you 
around the screen. This is how the predator becomes the prey, or 
so it may seem at first! From there, you gotta go fast, retracing 
your steps back to a giant carnivorous plant, usually located near 
the middle of the maze. Lead your pursuers into it and they'll be 
eaten, turned into seeds and spit into the air where they become, 
uh... junk food? This is video game logic at its finest, folks! 

It seems simple enough, though enemy attacks and environ- 
mental hazards get increasingly complicated and challenging as 
you go. There are also a few clever boss fights, and even a 
monster that requires you to blow on them through the 3DS 
microphone to win. 

І appreciate this surprise return of the Kokopolo franchise, and 
its relatively retro use of some key 3DS features, but Go! Go! 
Kokopolo 3D is still a slight step back in one key area: The charac- 
ters are smaller on-screen this time, presumably due to the 3DS' 
improved resolution, which makes running through each stage a 
touch too easy. Both games can also feel a bit repetitive if played 
for long stretches. (Sadly, a direct comparison to the original DSi 
version is only possible if you bought the first Kokopolo already — 
it's been delisted now that the DSi Shop has been 
shut down!) Still, if you're itching for a new take 
on the maze-action genre, Kokopolo is just the 
scratching, dashing cat to call! — JONATHAN 
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Faster Than Ever Before! 


IF YOU'RE AMONG the WiiWare or Wii U 
faithful, then FAST RMX might be a well- 
worn sight. It's the third entry in Shin'en's 
F-Zero/Wipeout-inspired futuristic racing 
series that first kicked off with FAST Racing 
League on WiiWare in 2011 and continued 
with the Wii U eShop title FAST Racing NEO 
in 2015. This Switch launch game, FAST 
RMX, is a bit of a remix (hence the "RMX") 
of NEO, but even if it veers on the edges of 
retreading the previous game, it has 
enough additions and tweaks in it to make 
it feel like new. 

For the novices, all you really need to 
know about FAST RMX is in its name: It's 
insanely fast! It feels a lot like an F-Zero, 
without the goofy characters and weird 
lore. 

You can go blazingly fast through 10 dif- 
ferent cups, making use of your boost 
power combined with alternating colored 
boost pads. Your vehicle switches between 
blue and orange colors at the press of a 
button, and you need to keep switching as 
you go across blue and orange boosts and 
jumps to keep your speed up. Go through a 
blue stretch while in orange mode and 
you'll slow down considerably (and vice 
versa). The racing is relatively straightfor- 
ward otherwise, which makes it a fun mul- 
tiplayer game that's relatively easy for 
people to pick up and have a good time 
with. 

FAST RMX features 30 tracks in total, 
including six brand-new tracks in addition 
to all of the main and DLC content from 
NEO. The courses, in general, are frenetic 
and chaotic in a great way. They routinely 
feature hairpin turns, tight corridors and 
ample amounts of boost pads. If you 
played a lot of NEO, it might feel like overly 
familiar territory. From my own experience 
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playing a bunch of NEO when it first came 
out, FAST RMX doesn't feel repetitive, as 
the courses were still fun to race on. 

One thing that's evident when compared 
to 2015's Wii U edition is that FAST RMX is 
not as brutally hard anymore. The competi- 
tion still rubberbands, but the difficulty 
curve is gentler than before. Though, for 
players who want a challenge right away, 
Hero Mode is now available from the 
outset. This mode is more akin to F-Zero, 
as it's much harder — and, if you blow up 
or fall off the course, you automatically 
lose. 

With the Switch version comes improved 
graphics: It rocks 1080p at 60 frames per 
second on your TV, even in split-screen. In 
general, it runs beautifully, though some 
shortcuts were evident when playing 
online. Your own vehicle displays perfectly, 
but your competition will often appear 
jittery and inconsistent, so much so that 
you might actually lose a race when it 
appears that you won. It's more annoying 
than game-breaking, but still an issue. 

When it launched alongside the Switch 
on March 3, a few features were missing — 
but a free update on April 19 added both 
the ability to play with your friends online 
and a Time Attack Mode. The game was 
already great; now even more so. 

FAST RMX might quickly be eclipsed by 
Mario Kart 8 Deluxe as the premier online 
racer on the system, but it's a well-built 
racer that certainly stands up to the leg- 
endary pedigree of the F-Zero 
series. It's speedy futuristic 
racing with lots of tracks, 
aton of challenge and a 
good enough online 
experience. - NEAL 
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Honoring a Classic 


WE'RE A LONG way away from 
Chrono Trigger. 

Squaresoft tried to recreate its 
magic with Chrono Cross, but it just 
wasn't the same. The cast wasn't 
nearly as memorable (when's the 
last time you saw a cosplay of Kid?), 
and it took the alternate dimension 
concept a little too far compared to 
the easily digestible time travel of 
the original. | Am Setsuna attempts 
to recapture that Chrono magic with 


SQUARE ENIX. 


an old-school approach, even if it 
ends up hitching a few of the same 
problems along for the ride. 

Setsuna begins with an amazing 
hook, albeit following a rocky 
tutorial sequence. Every so often, it 
is said that a maiden must be sacri- 
ficed to avoid ruination from demon- 
kind. Whereas all of the maidens so 
far have been faceless voids in your 
mind, the next one, Setsuna, is intro- 
duced to the player directly. It’s so 
direct in fact that you, the protago- 
nist Endir, have been hired to murder 
her. Of course you don’t go through 
with it (we probably wouldn't have a 
game then!), and instead opt to 
accompany her on her journey to 
sacrifice herself for the good of 
mankind. 

Enter a ragtag team of heroes and 
misfits to see the quest through with 
the lovely pair, and you have an 
adventure. From a narrative stand- 
point, it works. But there's a severe 
lack of character development, or 
any semblance of emotional attach- 
ment to the cast outside of Setsuna. 
Whereas I can still remember indi- 
vidual lines from some of my favorite 
JRPG characters ("Althena, lend me 
your power!"), I'm at а loss as to 
what these characters' motivations 
are, and I’ve beaten the game twice. 

Developer Tokyo RPG Factory was 
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very clever when it decided on a 
snow theme, as it allowed them to 
basically reuse environments and 
chalk them up to being snow-filled 
wonderlands. They do get away with 
it for the most part, but every so 
often you get a sinking feeling that 
you've been somewhere before. But 
if you're looking for a great battle 
system with a materia-like junction 
and magic mechanic, you've come to 
the right place. 

So what's new on the Switch? 
Well, not much actually! | was able to 
test out the game using Handheld 
Mode and found it to be a great 
portable experience, which is always 
a plus. It sounds like a rote observa- 
tion to make, but it's particularly 
important to realize that the West 
did not get the Vita version of the 
game - so currently, this is the only 
way to truly play it on the go outside 
of being tethered to a PS4. 

There are some downsides 
though, as the game does suffer 
from framerate drops. It's a turn- 
based RPG, so it's not going to 
prevent you from taking down a boss 
or screw you up in any major way, 
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but it's still sad to see that it's been 
downgraded from the release we got 
over a year ago on PC and Р54. 
Those other versions manage to hit 
60 frames per second, mind, while 
the Switch holds around 30. This is 
even an issue in docked mode. 

The Switch version does have one 
big upgrade over its past editions, 
though: the Temporal Battle Arena. 
It's a PVP arena of sorts, with asyn- 
chronous (read: not at the same 
time) battles between player charac- 
ters. Similar to some past Pokémon 
titles, you upload your best possible 
party of fighters for other players to 
take on — while you can challenge 
theirs too, of course. Victory earns 
you rewards like rare weapons. 

І Am Setsuna is plagued by a lack 
of ambition when it comes to several 
aspects of its narrative, but as a 
whole it's a perfect pick-up-and-play 
JRPG. At roughly 20 hours it doesn't 
aim to run out the clock and drag 
things on into absurd grindy terri- 
tory, and the portable nature of the 
Switch system makes it even easier 
to put in a few sessions here and 
there. If you haven't already grabbed 
it on one of its past platforms, it's 
definitely worth trying out on the 
Switch! — CHRIS 
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Power to the Pointer 


HERE IN THE earliest days of the Switch 
life cycle, lots of the games we're getting 
are ports from past platforms. For the 
most part, older games are able to migrate 
to the Switch without too much trouble — 
but to bring 20085 World of Goo back from 
the past and onto Nintendo’s newest 
machine, the developers at Tomorrow 
Corporation had to blaze one critical new 
trail: devising Switch pointer controls! 

World of Goo first launched as a WiiWare 
game nearly nine years ago, and being on 
the Wii, it used the Wii Remote's IR pointer 
functionality as its method of control. The 
IR pointer, you'll recall, worked because a 
sensor bar connected to your TV gave the 
Remote a point of reference to let it know 
where it was in physical space. The Switch 
has no sensor bar, though! So World of Goo 
has instead been retrofitted with an incred- 
ibly impressive new pointer control scheme 
that works entirely with the tech contained 
inside the Joy-Con (R). 

On launching the game, you take the 
right Joy-Con in hand and point it toward 
the center of your TV screen. Using a com- 
bination of accelerometer data, gyroscopic 
sensor response and pure Hermione-grade 
magic, the lone Joy-Con then behaves just 
as the Wii Remote * sensor bar combo did 
in tandem a decade ago. It effortlessly 
follows your hand's motion as you point 
toward different portions of the screen, 
and if it ever gets off-center, tapping the 
Plus Button at the top of the controller re- 
centers it instantly. 

I'm seriously impressed, and so much so 
that I'm excited for the possibilities of 
other old Wii titles making encore appear- 
ances on Switch thanks to this single, indie- 
crafted proof of concept! 
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What's more, pointer controls aren't 
your only option. If you choose to play on 
the go instead of docked to your TV, you 
can opt for touchscreen controls to drag 
and drop your Goo Balls into position. And 
that's the core of the game — taking these 
little googly-eyed balls of goop and reposi- 
tioning them to build different structures. 

World of Goo is a physics puzzler, chal- 
lenging you to erect edifices of elastic slop. 
A small, pre-built structure greets you at 
the beginning of each stage. It's then up to 
you to add to it, dropping Goo Balls into 
positions and creating new links between 
them in such a way as to craft a tower that 
climbs into the sky, or a bridge that spans a 
gap, or some wildly shaped bending thing 
that winds its way around, over or through 
obstacles. 

Basic black Goo Balls are just the begin- 
ning, too — you'll encounter all kinds of dif- 
ferent varieties, like inflating Balls that act 
as balloons to lift the weight of pieces of 
your structures, or repositionable Balls 
that have to be placed, removed and then 
placed again somewhere else in order to 
solve a puzzle. Use your finite resources 
efficiently and build a safe path to the goal 
point and you'll be rewarded with contin- 
ued progress. (Though, if you find any level 
too tough, you're allowed to skip it and 
come back to it later.) 

World of Goo was critically adored when 
it first arrived on WiiWare, as 2008 was still 
back in the era when the indie scene hadn't 
really taken off yet. It was a stunning 
achievement back then, and 
it remains a masterpiece 
today. Download it in 
full confidence, and 
enjoy the Goo! — LUCAS 
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Tanks, But no Thanks 
9 

NINTENDO’S 
HAD PLENTY 
of cases of poor timing over the years, but Tank Troopers feels 
like one of the most unfortunate. With absolutely every Nintendo 
fans’ attention fixed firmly on the impending launch of the Switch 
on March 3, this cute tank combat sim was sent out the door to 
die on February 16. It came, and went, almost instantly, with 
hardly any notice from the greater fandom. 

And next I'd normally say "That’s a shame," but Tank Troopers’ 
lack of focus doesn’t actually merit too great a lament. It’s cute, 
yes, but it’s also limited — and probably made for the wrong 
platform. This design could have been turned into an early online 
multiplayer battler for the Switch! Instead, it’s stuck on the fading 
six-year-old 3DS — and without online support. Local wireless is 
all well and good, and the Download Play option is nice — it lets 
other 3DS owners play along with you, even if they don’t own the 
game themselves. But still! It could have been an early game for 
new Switch owners to use in connecting with one another. 

Oh well. | know it’s important to judge a game for what it is 
and not what it isn’t or could have been in some alternate 
scenario, but these games aren't released in a vacuum — Tank 
Troopers could have soared back in 2013 or 2014, but 2017? Alas. 

What is here is fair, and maybe worth a look for anyone still 
regularly gaming with their 3DS exclusively. The Tank Troopers 
themselves are the best part, as they're a cast of colorful charac- 
ters with wacky powers like freezing enemy tanks with ice or 
turning your tank invisible to hide from foes. You get a few of 
these pilots to play with at a time through the simple single- 
player campaign, which is full of "destroy all enemies" or "defend 
the base" kinds of missions. The controls work well; 
the whole thing is serviceable. 

It's just not that exciting overall, and certainly 
not here, in this year, at this time. — LUCAS 
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One Radical Retro Remake 


WELL, WHAT A pleasant surprise! 
Inti Creates played coy about a 
Switch release of the 3DS-bound 
Blaster Master Zero, only to spring 
the news a mere week before the 
console’s launch. A win for everyone 
in the end, | say! 

Based on the 1988 Sunsoft classic 
Blaster Master for NES, Zero is a 
remake in the same vein as Metroid: 
Zero Mission. Familiarity with the 
original is not a prerequisite for 
enjoying this latest romp, but it 
wouldn't hurt to reexamine what 
made it so beloved. 

Blaster Master's free roaming 
structure made it an early example 
of the "Metroidvania" subgenre - 
dropped in the cockpit of the 
armored vehicle SOPHIA III, you 
navigated a mutant-populated 
underworld, acquiring new weapons 
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and abilities to aid in further explo- 
ration. While aboard your tank, 
action was viewed from a sidescroll- 
ing perspective — but labyrinth 
sections required you to disembark 
and hoof it on foot, with the camera 
perched overhead instead. 

It was quite a vast adventure, 
filled with hidden chambers, a 
memorable soundtrack and a wide 
assortment of baddies. SOPHIA has 
even received accolades as one of 
gaming’s great rides - she was a 
tricky girl at the mercy of her 
momentum, which you would natu- 
rally expect were she a real machine. 

The original Blaster Master was 
also a devilishly hard game. There 
was no Save or password system and 
you only had a few lives. Abilities 
such as the Hover Module or sub- 
weapons were refueled via individual 
pickups, randomly dropped by 
enemies or hidden away in the laby- 
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rinths; should your progress be 
stymied because your reserves were 
depleted, you'd be forced to grind for 
fresh supplies. 

Oh, and there was no world map. 

Now, along comes Zero to remedy 
nearly every one of the old-school 
Blaster Master's shortcomings! It 
packs a generous number of check- 
points, a save-anywhere function, a 
single auto-refilling energy meter for 
all of SOPHIA's sub-weapons and 
upgrades and, of course, a map 
system replete with landmark and 
item markers. The overhead sections 
retain your upgradeable gun's 
curious quirk of downgrading levels 
whenever you receive damage, but 
you quickly obtain an Energy Guard 
shield that grants single-hit protec- 
tion, followed by a recharge period. 

This is to say nothing about the 
overhauled presentation. While the 
graphics share the general frame- 
work of the NES sprites, backgrounds 
are more lavish and every character 
and object bursts with a rainbow of 
hues. Zero also retreads the silly nar- 
rative of the NES localization - the 
tale of young Jason Frudnick and 
the search for his pet frog 
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Fred - but gives it all a dramatic 
overhaul closer in tone to that of the 
original Famicom version, Chou 
Wakusei Senki Metafight. I’m not 
keen on the new dialogue — which 
reads like cringeworthy fanfiction, 
right down to unnecessary swearing 
- but that's a minor quibble. 

The overworld is largely identical 
in structure to the one on NES, but 
practically all of the overhead zones 
have been redesigned with new 
layouts and hazards. Unlike those on 
NES, you're guaranteed to find some 
useful upgrades at the ends of these 
labyrinths, often guarded by new, 
tough-as-nails bosses. Also unlike on 
NES, some bosses now test your 
mettle during the SOPHIA segments. 

Should you track down every last 
upgrade and slay every last boss 
mutant, you'll be treated to a Zero- 
exclusive final area with a gut- 
wrenching final battle. And once that 
is clear, there's а New Game: that 
lets you tear through the adventure 
again as an overpowered beast! 

In all, Blaster Master Zero is the 
definitive version of a flawed classic, 
vaporizing all the sludge that slowed 
its predecessor down. — TONY 
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Meet Noodle and Doodle! 


ON THE SURFACE, Snake Pass has 
all the trappings of a classic "905 
platformer — bright, colorful visuals, 
a pair of adorable protagonists, 
expansive worlds, a gorgeous 
soundtrack composed by legendary 
Rare maestro David Wise and oodles 
of shiny collectibles to pick up. 
There’s one important difference 
that makes this a platfomer of an 
entirely new breed, however — your 
avatar, Noodle the coral snake, has 
no legs. Yes, Snake Pass is a plat- 
former that’s completely devoid of 
jumping! You'll still be navigating 
deadly hazards and crossing treach- 
erous chasms, but you’ll be doing so 
by slinking, slithering and climbing 


your way around the environment, 
just like an actual snake. 

This unique method of traversal is 
Snake Pass’ defining feature, and it’s 
made possible by an equally unique 
control scheme. By default, Noodle’s 
movement is handled not with the 
Control Stick, but the ZR Button — 
though simply holding the trigger 
will only make him crawl forward at 
a snail's pace. To gain any real 
momentum, you'll need to tilt the 
Control Stick left and right while 
crawling to slither around the envi- 
ronment. Holding the A Button will 
also make Noodle raise his head, 
allowing him to clamber over small 
obstacles and up bamboo shoots. 
And if Noodle needs a little help 
crawling onto a particularly high 
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ledge, his buddy Doodle the hum- 
mingbird can be summoned with the 
Y Button to lift his tail. (If all that is 
too much to wrap your head around, 
the developers have also included an 
"Easy" control scheme that makes 
things a bit more traditional.) 

The challenge in Snake Pass is to 
maneuver Noodle around each stage 
and collect the three Keystones scat- 
tered about. This begins simply 
enough; the game does a nice job of 
easing you into the adventure and 
familiarizing you with the controls. 
Soon, however, Snake Pass dispenses 
with the training wheels and besets 
you with progressively more difficult 
obstacles to overcome - rotating 
bamboo contraptions to scale; levers 
to coil around and pull; scalding beds 
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of coal to avoid. At their best, the 
stages make use of Noodle's distinc- 
tive abilities in some truly inventive 
ways, but there are some moments 
of sheer frustration as well — a few 
too many levels have you climbing 
up and across suspended bamboo 
poles, which will lead to more falls 
than you can keep track of. Once you 
do manage to clear a chasm, though, 
the sense of satisfaction you feel 
makes all that toil worth it! 

As novel as the controls are, the 
drawback to adopting such an 
unconventional scheme is that it 
comes with a steep learning curve — 
and even when you do manage to 
get the hang of it, you never feel like 
you've completely mastered Noodle's 
movements. Slithering across the 
environment and coiling around 
levers feels wonderful, but too often 
the game has you scaling vertical 
and rotating obstacles, which never 
feels quite as natural. 

This is exasperated by the level 
design, which can be frustrating to 
navigate. Each world adheres to a 
typical video game motif (water, fire, 
wind), but the individual stages 
within lack any real diversity and 
tend to run together. The level 
design does a good job of nudging 
you to your goals, but there will be 
times when you'll find yourself dis- 
oriented and at a loss for where to 
go or where you've already been. 

Even with these few flaws, Snake 
Pass is a charming design that puts 
an inventive twist on puzzle plat- 
formers. At its best, the game makes 
great use of its unique concept and 
builds on it in truly clever ways. If 
you can stomach some moments of 
frustration, Snake Pass is certainly 
worth a look. — KEVIN K. 
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SPLATO 


SPLATOON WAS GONE too soon. 

| mean, Nintendo supported it for 
basically an entire year, giving us 
regular Splatfest events that served as 
a way to ensure people were playing 
the game at set intervals and injected 
a fun little voting mechanic into the 
mix. They also regularly dropped new 
gear, and gave us amiibo challenges. 
There was a new reason to go back to 
Splatoon just about every month, and 
some still play it despite its lack of 
fresh content recently. 

It was one of the most successful 
new IP launches from Nintendo in 
recent memory, as everyone around 
the world fell in love with its far-flung 
future filled with squids. People dug 
through the lore and theory-crafted, 
found all of the Easter eggs and mixed 
and matched clothing for months on 
end. | still remember attending a 
Splatoon preview event in early 2015, 
unsure of how well the series would be 
received. It had the heart and the guts 
of a great shooter, but the idea of 
Nintendo putting out an ambitious 
game like that on an underperforming 
system raised a lot of red flags. 

Nevertheless | was there Day 1, and 
| briskly made my way through the 
delightful campaign and started 
amassing my clothing collection right 
then and there. Fast-forward 
to 2017 and we have 


multiple Splatoon amiibo, two official 
amiibo dioramas, a Squid Sisters live 
concert and several crossovers, 
including Super Smash Bros. costumes 
and Mario Kart racers. People say 
Nintendo always relies on the same 
properties year after year, but credit 
where credit is due — Splatoon is 
already just as big, if not bigger than a 
lot of the company’s classic brands. 
Now as we approach the two-year 
anniversary of the first release, 
Nintendo is poised to drop Splatoon 2, 
a full-on sequel. It’ll have the same 
basic gist as the first, taking place two 
years after the original campaign, with 
some style and cultural differences. 
To sort of show off Splatoon 
2 to the world, Nintendo 
rolled out a series of 
Global Testfire events, қ 
which ran from Магсһ 24 
until March 26. Offered in 
bite-sized hour-long chunks, 
we got to see how the game 
worked firsthand by down- 
loading a simple app off 


the Switch eShop, and the whole thing 
came and went rather quickly. During 
that demo weekend, Nintendo pulled 
back the curtain on several new 
mechanics for the public, most notably 
the extra weaponry that’s on offer in 
the sequel. 

The big one is the "Splat Dualies" 
dual pistols, which work far better 
than they have any right to. Perfect 
for close quarters combat, this dual- 
reticle weapon duo also triggers a roll 
ability that adds some fancy footwork 
to your arsenal while firing off a con- 
centrated blast. We also got to see the 


Inkjet special ability (read: super) that 
operates as a timed jetpack that lets 
you blast people from the sky, and 
Splashdown, a giant anime-like explo- 
sion move. | much preferred the latter 
to the former when it came to effi- 
ciency, as it’s a safe, almost-guaran- 
teed kill as opposed to the aerial 
nature of the Inkjet, which leaves you 
more open to attack. 

Most of my matches took place in 
The Reef, a stage that’s part of the 
newly expanded Inkopolis. All of the 
typical charm is present, including 
strong map design that focuses ona 
chokepoint bridge in the center. These 
maps are master-crafted for inking, 
with plenty of nooks to find and paint 
... While you hope the enemy team 
doesn't notice your handiwork. 

Musselforge Fitness, the second 
Testfire map, wasn't quite as snappy — 
but it has more charm than a lot of 
other maps from the other shooters 


TWO JUDDS INSTEAD OF ONE 


Turf Wars are doubly serious in Splatoon 2, so it's going to take two 
sets of eyes to judge their results! Judd is back from the first Splatoon 
and is still hard at work determining which team inked more territory 

than the other in each match, but this time around he's joined by a 
second, smaller version of himself. His name is Li Judd, and his very 
existence is a mystery, as Judd was supposed to be the only cat left on 
the planet. So is Li'l Judd his son, somehow? Or a clone? Who knows?! 


—_ 


Wipe this? 


== 


... AND TWO 5РҮКЕ5, TOO? 


Judd isn’t the only Splatoon 1 character who's getting а shrimpier off- 
shoot in this sequel, as Spyke seems to have inspired a smaller version 
of himself as well. Say hello to Murch! This new street urchin fulfills the 

same roll Spyke did in the original: helping Inklings reroll the abilities 
on their gear. Murch outdoes his predecessor in this regard, though, as 

all randomness has been eliminated from these interactions! Instead, 
you'll get to choose exactly which abilities you want. (If you pay up!) 
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out оп the market. Stages from the 
original will make a return too - so far 
Moray Towers has been confirmed. 

As most of us witnessed during the 
(smooth) Global Testfire sessions, 
Splatoon cleans up nicely on the 
Switch. Not only are the visuals more 
touched-up and vibrant, but the 
Switch tablet itself is perfect for 
portable play. | loved being able to 
pop the Switch out of the dock unin- 
terrupted, even online, and use the 
Joy-Con while | was walking up the 
stairs. It was a pretty great feeling 
that | haven't replicated with any 
other current Switch title. 

What's even more amazing is that 
the tablet supports gyro-aiming in 
addition to the Pro Controller. 
Whereas Wii U Pro users were left out 
in the dust on that feature (cleverly, 
some opted to tape a Wiimote to their 
Pros to get the same effect), Switch 
Pro owners can simply toggle the 

motion effect with any supported 
controller. I’m one of those 

heathens who chooses not 
to use it, but for the over- 
whelming majority of you 
who do, it’s back. 

For the sake of testing | 
decided to really spend a lot of 
time with each style of play 

(portable and docked) and 


\ 
- enjoyed them both. | can 


see myself playing a collection of 
campaign levels on the TV, then taking 
a break while lying down on the couch 
for a few more. It can’t be understated 
how good games look on the tablet 
screen! You could probably already tell 
with Zelda, but seeing a competitive 
game work on the same level is magic. 

Another huge hardware upgrade 
comes in the form of LAN play: 
bonafide LAN support by way of wired 
connections! IUp to 10 Switch consoles 
to be connected together for eight- 
player (plus two spectators) sessions. 
On top of that we're getting real split- 
screen play — not the poor excuse we 
got with the original, when it was 
limited to just offline balloon popping. 

Finally, "Salmon Run" was recently 
revealed, bringing the always-popular 
horde variant into the Splatooniverse. 
Up to four Inklings can unite to battle 
waves of evil fish and collect Golden 
Eggs on an island. You can revive each 
other and equip different weaponry, 
50 as is the case with any horde mode, 
teamwork is essential! 

Based on what I’ve seen, there's no 
reason to be worried about Splatoon 
2. We still need to know single-player 
details, more mechanical online play- 
type stuff and more gear statistics, but 
in this case more of the same on а 
more popular platform is more than 
good enough. What I'm really dying to 
know is if the rumor of the Squid 
Sisters splitting up is true! — CHRIS 
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ГУЕ JUST FINISHED Xenoblade 
Chronicles оп Wii. You see, I’m a little 
behind on gaming, like many. Also like 
many, when Shulk was announced for 
Super Smash Bros. | was curious about 
who he was — which was half of the 
reason for his inclusion, yes? 

Once inside the first game, | was 
hooked. The voice acting was amazing 
and the sheer size of the game was 
mind-boggling. At times | felt maps 
about half the size would have 


inspired the same awe! It was a 
massive timesink with all of the side- 
quests and running around, but the 
plot and character development was 
far above par for most RPGs of its era. 
The other most memorable part of 
the game was its beasts. You’d be 
running after some low-level enemies 
hoping to get some resource for a 
sidequest, then get blindsided by a 
Level 96 monster! Monolith Soft also 
pushed the Wii to its absolute limit. 


XENOBLADE 
CHRONICLES 2 


That “2” looms large. Will this be a direct sequel to Shulk’s adventure on Wii? 


How they managed to pack so much 
content onto a single disc, especially 
compared to the scope of most Wii 
games, was an amazing feat. 
Xenoblade Chronicles X is a wholly 
different experience based more on 
exploration and less on plot, which to 
me makes it seem like it could have 
been a new IP for Monolith Soft rather 
than another installment in the series, 
but enough of the elements from the 
original connected to make it viable. 


Scale was the main thing that 
players recognized from the series, 
and that’s both in the size of the map 
and the size of the monsters. Even 
after earning your first Skell license, 
the game doesn’t really become much 
easier. The more you explore, the 
tougher it gets! 

The next thing is the battle system 
which, for both games, has been 
widely lauded as one of the best in 
RPGs. It’s very complicated and has a 
definite learning curve, but once you 
master it you and your team can really 
shred. Half the reason you become 
attached to the characters is because 
of how many battles you have to 
endure. There was more than enough 
to do in the game for players still not 
to be finished to this day. (Like me.) 

Almost everyone was very sur- 
prised by the announcement of 
another sequel, and to have Monolith 
Soft aiming for a 2017 release is even 
more surprising. (Granted, that’s 
probably just for the Japanese release. 
A localization will likely take more 
time.) Executive Director and creator 
of the series Tetsuya Takahashi didn’t 
call it Xenoblade Chronicles Y or Z or 
something else, he named it 2, which 
raises the question of where X really 
falls in any semblance of a timeline. X 
didn't feel like a sequel. | wanted more 
Shulk, or at least some extension of 
his story or world. Seeing the debut 
trailer for XC2 felt more like what I 
thought a sequel might be. The trailer 
shown at the first Switch event was 
under two minutes, and gave us very 
little to work with in terms of a 
timeline or relation to previous games, 
but it did give us a very good idea of 
what this particular title is attempting: 
trying to top both of the previous 
games! Could they top a map as big as 
the one in X? I shudder at the thought! 

The characters shown exhibit a 
more "chibi" anime look thanks to 
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Masatsugu Saito being in charge of 
character designs this time — his style 
contrasts with the more realistic style 
of the earlier Xenoblades. 

No characters are named in the 
trailer. We only know that the world is 
huge and that the main male charac- 
ter is going to "Elysium." Perhaps it's 
that giant tree at the end of the video? 
(Maybe Matt Damon can help.) A 
Nopon is also seen in a market the 
main character passes by, so it's a fair 
bet that other races may return as 
well, and it's shown that you'll be able 
to ride certain beasts within the game 
to save time crossing those huge 
expanses of land. 

The world once again appears to be 
something living, as one of the grassy 
fields has a massive limb or head of 
some sort rising in the distance, con- 
juring memories of the Bionis. 
Monsters are so large they fill the 
screen, and the flying dragon/whale 
we see along with the title is some- 
thing I hope I can just make friends 
with, rather than having to fight! 

The voice acting sounds as though 
it will once again be a priority, and 
hopefully the localization is done well. 
Like or hate the previous games, they 
did take on a character all their own 
because of the voices. Speaking of 
sound, perhaps the greatest part 
about the trailer was the music. 
Yasunori Mitsuda, Kenji Hiramatsu and 
Manami Kiyota, along with ACE (which 
is comprised of Tomori Kudo and 
Hiroyo "Chico" Yamanaka), will reprise 
their roles as composers for this epic. 
If you've heard the previous 
soundtracks that all of these incred- 
ible artists are responsible for, that 
should excite you immensely. 

With such a huge tease, there's 
plenty to wish for in this iteration. It's 
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a pity no battles were shown, as that’s 
a staple іп the series’ mechanics. My 
main hope is that there will be a bit 
less — or at least more varied — 
chatter during battles, as they’re 
already chaotic enough. You fight so 
many battles it got mighty old hearing 
the same battle call with each beast! It 
would be nice to have a better HUD or 
a less cluttered screen in general, so 
we could focus on all the pretty things. 
Being able to customize a HUD for 
each situation would be brilliant. Right 
now, there’s just too much going on 
on-screen to really be confident you're 
doing everything correctly. 

Xenoblade Chronicles 2 will appear 
exclusively on Switch, so we may even 
be able to expect the Switch’s features 
to be embedded in the gameplay, but 
there’s no way to confirm that yet. 
Hopefully more info, including a firm 
release date for all regions and more 
clarification for how much of a "2" this 
is, will be revealed at E3! — BRETT 
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COULD WE BE GETTINGA 
CHRONO CROSS KIND OF 


CONNECTION? 


Two different references to a 17-year-old PlayStation 1 exclusive in the 
same issue? Why not? Chris already connected the dots between the 
modern | Am Setsuna and this Squaresoft sequel to Chrono Trigger a 
few pages ago, but it’s also being brought up regularly by Xeno fans in 
discussions of Xenoblade Chronicles 2, thanks to how it handled its nar- 
rative. At first, when you start to play it, Chrono Cross seems uncon- 
nected to Chrono Trigger. Its cast of characters is entirely new. Its 
environments are totally unique. Even the battle system is overhauled! 
It's only after you progress into the adventure for several hours that 
the story connections to Chrono Trigger begin to really appear, and 
even then nothing’s truly overt until the very end of the game. (It’s 
probably a good thing they didn’t name it Chrono Trigger 2, as fans 
might’ve raged at its lack of upfront, direct narrative connection to the 
first game.) Xenoblade Chronicles 2 does have that bold "2" right there 
in the name, though, so the question on everyone’s mind is why that 
numeral was chosen . . . when, if anything, what we've seen of this 
sequel so far makes it look very Chrono Cross-ish. Once again we're 
getting a cast of characters that is entirely new. We're getting environ- 
ments that are totally unique. And the battle system? Well, like we 
already said, we haven't seen that in action yet. (Hopefully that sticks 
close to what came before, as it's in no need of any serious overhaul.) 
But what do you think? Is what we've seen so far setting us up for a 
Chrono Cross kind of connection between XC1 and XC2? Maybe there'll 
be no reference to Shulk and his friends at first, but they'll be woven in 
after a few hours have gone by in the new story? We just want to know! 
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a FIRE EMBLEM ECHOES: 
- \\ SHADOWS OF VALENTIA 


А remake of Fire Emblem 2, with two different protagonists! 


THE FORMULA FOR Fire 
Emblem has been tweaked and 
standardized a lot through the last 


2 а Тем уеагѕ: You travel from тар to 
EY D map, engage in fun strategy gameplay 
i: зев апа discover new story beats as уои 
go along. That standard structure 
" £3 wasn't always in place, though! 


Crowned as the Zelda II of the FE 
world, 1992's Fire Emblem 
Gaiden went against a lot of the 


N ideas established in the first 
چچ‎ game. Some of its new ideas were 
一 -A » ; later implemented іп other games, 
қ (<> | f but future FE sequels never came 


® \ together in a singular package like 
& Gaiden again. That is, until now! 
Intelligent Systems is going back to 
one of its most unique games, and 
giving it the modern love it 
( deserves with Ғіге Emblem 
м Echoes: Shadows of Valentia, a 
1! | full remake of that second- 
ever Emblem from 25 years ago. 
м - | recently got to play a demo 
of this new/old adventure at a 
press event for European 
journalists. My first stop 
on the journey was a 
dungeon, which was one 
of Gaiden’s unique 


elements back in the day. Next to trav- 
eling on a world map, the player would 
go into towns and dungeons. This 
opened up the game to more tradi- 
tional RPG elements, which all make a 
grand return here. Instead of the 2D 
maps of yesteryear, these dungeons 
can now be explored as fully rendered 
3D environments! The demo dungeon | 
explored featured narrow hallways 
with several branching paths. 

Along the way, you'll find open 
rooms that allow you to relax. It's here 
that you can talk to allies or NPCS, or 
do some team management. 

But beyond those few safe havens 
and lurking in the shadows, naturally, 
are a variety of enemies. Once you 


HUMBLE BEGINNINGS 


Unlike many past Fire Emblem 
protagonists, Alm is not a prince 
— or a person of any real social 
standing at all, as he's simply a 

common farmboy who's been 
raised in a small village since he 

was a young child. From those 
humble beginnings, though, he 
trains in the ways of war under 
the tutelage of his grandfather, 
who was himself once a knight. 
More important than where and 
how he grew up, though, is the 
person he spent his childhood 
alongside: Celica, his best friend 
who spent years with him in that 
same little town. As the events 
of Shadows of Valentia begin, 
though, the two of them are set 
on separate paths from one 
another. Will they reunite? 


interact with an opponent, the game 
takes you to the usual grid map to 
partake in a battle. 

Battles are set up in a cool fashion, 
both in the dungeons and out. To start 
with those in the dungeons — they fly 
by quickly. There are a limited amount 
of enemies, with one serving as the 
key opponent to defeat. 

| quickly made one move after 
another, as just a glance at the statis- 
tics was enough to make a fast judge- 
ment call and dispose of them. | can 
imagine that for newcomers, more 
time will be needed to plan. The game 
understands this, and so it has a dedi- 
cated Tactics button. This allows you 
to let battles play out automatically 


ALM (AS HE APPEARED IN 1992) 
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during your dungeon crawling. You 
can decide to let the units gather 
around the leader, improvise, charge 
into action or fall back when needed. 
(If you feel that an auto-battle isn’t 
going your way, you can always take 
the control back into your own hands.) 

What you do need to understand is 
that in the regular full bouts, Fire 
Emblem Echoes won't let you off the 
hook. During every turn, the game 
expects you to at least do something. 
You could use that Tactics button 
every turn and find out what happens, 
but | placed the units myself. That 
placement is important, as the 
opponent will be relentless and head 
for the unit that's likely to fall first. It's 
your job to react to the constant 
changes and keep the evolving situa- 
tion in mind. This is what your experi- 
ence lives by, and mistakes can easily 
be made! 
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CELICA (AS SHE APPEARED IN 1992) 
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But interestingly, any mistakes can 
be fixed by using Milas Turnwheel, а 
new feature that allows you to turn 
back time three times during a battle. 
It will allow you to save a unit or 
correct a wrong move that ended in 
disaster! 

While there are these modern tools 
in place, you shouldn’t get any wrong 
ideas: Echoes is old-school Fire 
Emblem at its finest. Unlike the newer 
entries, you can’t team up units and 
make them one. They stand on their 
own during battles, and their support 
ranks only grow if you settle them side 
by side. Another returning element is 
the fatigue system, which hasn’t been 
seen since the Super Famicom days: If 
you rely on any one ally too much, you 
will tire them out, draining their thirst 
for battle. This could cause a huge 
drop in statistics, so you'll need to 
know when to hold units back! Finally, 
every character has a default weapon 
that doesn't break during any point in 
the game. Instead, this weapon grows 
along with the unit, so that it can offer 


SHROUDED IN MYSTERY 


CELICA 


While most Fire Emblem games 
follow the adventures of a single 
hero and his or her band of 
allies, Fire Emblem Echoes: 
Shadows of Valentia tasks you 
with taking two entirely 
separate armies on diverging 
journeys. Alm leads the first 
group, and his childhood best 
friend Celica takes charge of the 
second. Her background is 
nebulous — though she arrived 
in Alm's same small village at a 
young age and grew up with 
him, the circumstances of her 
life before her appearance there 
seem to be unknown. Finally, 
and perhaps most importantly, 
Celica is the only hero in Fire 
Emblem history to be named 
after an old line of Toyota cars. 


PREVIEWS 


Saber : 
Enough with the chit-chat. Reason and 
logic are wasted on sea dogs like him. ж 
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more Skills over time. You can equip a 
special weapon if you so desire, but 
every character can only hold а single 
item, so management is critical. 
Furthermore, the item you choose 
will also grow, granting you more in 
return. The game leaves these 
choices in your hands and does 

a good job laying out your 
options. In the demo, 
the auto-play feature 
was turned off, 

which | think 

was for the 

better. 

Fire Emblem 
Echoes: Shadows of 
Valentia seems like 
the ultimate trip to 
the past for both new- 
comers and veterans 
alike. It doesn’t hold 


your hand, but also SS 


makes sure you have 

all the tools you 

need to succeed RQ) 

on your own! n 
N 


- DAAN 


32 ISSUE #27: WHEN TWO IS BETTER THAN ONE 


YOOKA- 


LAYLEE 


YOOKA-LAYLEE MAY be on its way 
to being released in 2017, but the 
game is clearly a product of the 90s. 
Despite its modern coat of paint (the 
world and characters are brought to 
life with stunning visuals that develop- 
ers could only have dreamed of 
achieving back in 1998), the game 
captures the look and feel of Rare's 
Nintendo 64 platformers — so convinc- 
ingly, in fact, that it's easy to believe 
you're playing a long-lost N64 title. 
This is no coincidence, of course: 
Yooka-Laylee's developer, Playtonic 
Games, was founded by a group of 
Rare veterans, most of whom had a 
direct hand in developing the games 
Yooka-Laylee so lovingly emulates: 
Donkey Kong 64, Conker's Bad Fur Day 
and, most notably, Banjo-Kazooie. It's 
the Banjo series that Playtonic looked 
back to in particular for their debut 
venture. The studio's Kickstarter pitch 
went so far as to bill Yooka-Laylee as a 
spiritual successor to the bear-and- 
bird's adventures, and that certainly 
wasn't an exaggeration — everything 
about the title calls to mind Banjo's 
N64 outings, from the comical grunts 
that constitute the game's "voice 
acting," to the seemingly endless trail 
of collectibles scattered about the 
game's expansive worlds, to even the 
pause menu and screen transitions. 


Really, the biggest thing that sets 
Yooka-Laylee apart from Banjo- 
Kazooie is its cast of characters, and 
even these are thinly-veiled parallels 
to Banjo's ensemble. The titular duo 
are the most obvious example, though 
there are plenty of others as well: 
Trowzer the snake salesman fills the 
role of Bottles the mole, teaching 
players new abilities during the course 
of the adventure; Dr. Puzz, meanwhile, 
is Yooka-Laylee's answer to Mumbo 
Jumbo, using the power of science 
(rather than shamanism) to induce 
over-the-top transformations. The 
game even has its own version of 
Jinjos in the form of Ghost Writers, five 
of which are hidden around each level 
and must be collected in different 
ways. 

In short, Yooka-Laylee is unabash- 
edly a Banjo game in everything but 
name. This time around, though, you 
won't be thwarting the plans of a 
wicked witch, but a nefarious busi- 
nessman named Capital B. With the 
aid of his assistant, Dr. Quack, Capital 
B plots to suck up all the books in the 
world in order to get his hands on the 
mythical One Book, which will give 
him untold riches (not to mention the 
power to conquer the world). As it so 
happens, our unlikely duo have the 
One Book in their possession, and 


when it’s swept up in Capital B’s book- 
snatching scheme, they follow its trail 
of Pagies straight to Hivory Towers, 
the businessbee’s shady corporation 
(and the game’s hub world). 

Like Banjo and Kazooie, Yooka and 
Laylee will need to use their unique 
abilities in tandem to navigate Hivory 
Towers and unlock the Grand Tomes 
(the different worlds players visit) 
within. As a chameleon, Yooka can 
slurp up elemental berries with his 
prehensile tongue to take on their 
abilities and fire off projectiles; Laylee, 
on the other hand, can emit sonar 
waves to stun foes and use her wings 


to glide across chasms. The pair can 
also perform more advanced maneu- 
vers — such as rolling up slopes — 
thanks to their Power Bar, which 
gradually depletes with repeated use 
(though it can be replenished quickly 
by collecting butterflies). 

It’s clear that much of Yooka- 
Laylee’s design is indebted to the 
Banjo series, but the game introduces 
a few ideas of its own to the mix as 
well. One area where it really sets 
itself apart is in the agency it gives 
you, particularly when it comes to 
learning new abilities. Trowzer’s inven- 
tory of maneuvers varies by Grand 


Tome, and for a certain amount of 
Quills, you can pick and choose which 
skills you'd like to learn first, allowing 
you to tackle the game's challenges in 
any order you see fit. Moreover, this 
gives you a greater incentive to revisit 
older worlds, as many of the Pagies 
you encounter early on can only be 
acquired after learning a certain move 
later in the game. 

Of course, no retro-inspired plat- 
former would be complete without a 
couch multiplayer mode, and Yooka- 
Laylee's comes in the form of eight 
competitive, Mario Party-style 
minigames collectively known as 
Rextro's Arcade. Named for the game's 
literal and figurative arcade dinosaur, 
you encounter these challenges during 
the course of the adventure, but the 
full suite is also available right from 
the outset for up to four players to 
enjoy. The minigames here aren't 
quite as deep as those in, say, Banjo- 
Tooie, but they add even more 
gameplay options to the mix. 

There are times when the game 
design does show its age — fall off a 
cliff, for example, and the game will 
spawn you all the way back at the last 
door you entered. The title also relies 
a little too heavily on races and other 
timed challenges that have very little 
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smallest mistake could cause you to 
fail the challenge and have to replay it 
all over again. 

These kinds of moments have 
always been part and parcel of Rare 
games, however, and while they can 
occasionally be frustrating, they add 
to the game’s authenticity. Yooka- 
Laylee, for better and sometimes 
worse, genuinely feels like an N64 
platformer, which should delight those 
who cut their teeth on the genre 
during that golden era. 

Switch owners will still have to doa 
little more waiting before they can 
finally get their hands on the title, 
however; while it has already been 
released for other platforms, Playtonic 
says the game will be hitting 
Nintendo’s new console sometime "in 
early 2017." 

If you have fond memories of the 
Banjo series, though, it will certainly 
be worth the wait. There may be a dif- 
ferent company’s name on the title 
screen, but Yooka-Laylee is a classic 
Rare game through and through — and 
we can’t think of a better reason to be 
excited! — KEVIN K. 
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Double the mayhem with two-on-two fistfights! 


THE MORE I see of ARMS, the more 
excited | get! Just like when Splatoon 
was first revealed a few years ago, it’s 
been thrilling to see this all-new brand 
from Nintendo come into focus over 
the last few months. And, just like 
Splatoon, Nintendo’s wisely pushed a 
new cast of colorful characters to the 
forefront to sell the appeal of this new 
IP. Will Spring Man, Ribbon Girl and 
the rest of this gang defined by their 
extendable appendages win over fans 
as the Inklings have? | was already 
optimistic they would, but then the Big 
N went and pushed my hype over the 
top with the introduction of Min Min! 
Revealed to be joining the cast in 
the latest Nintendo Direct presenta- 
tion, Min Min is a ramen-themed boxer 
with noodles for arms. | was grinning 
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from ear to ear the moment | first saw 
her! (Nearly 15 years of watching the 
Naruto anime has made me a huge 
ramen aficionado, and seeing a whole 
character based off the #1 knuckle- 
head ninja’s favorite food is hilarious.) 
Even better, she looks like her unique 
abilities will make her a force to be 
reckoned with! But we'll get into that, 
along with the other fighters’ signa- 
ture skills, over on the next page. 

Picking your preferred pugilist will 
be of primary importance, given that 
each one has those individual traits 
that the others don’t share — but 
nearly as critical will be the ARMS that 
you choose to equip them with. There 
are a huge variety of weapons from 
which to choose, going far beyond just 
different varieties of boxing glove. 
"Gloves" are just one type of weapon, 
actually, along with "Multi-Shot," 
"Curve," "Heavy" and more. 
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Look down below to see just a 
handful of the available ARMS! Glove 
types offer straightforward, straight- 
flying punches, but they can be 
powered up to hit harder if you hold 
back from attacking for a few 
moments. They also come with a 
variety of different added elemental 
effects — Fire-infused ARMS can leave 
your opponents burning after a suc- 
cessful strike, while Ice-equipped ones 
can freeze them in their tracks, halting 
their movement momentarily. 

The Glove type weapons aren't the 
only ones that tap into the power of 
nature, though, as each of the other 
categories come in tons of varieties 
too. The Slapamander, a "Whip" type 
ARM, moves in a wide, looping arc to 
strike at your foe — and can burn 
when it hits, as it too is Fire-powered. 
The Megaton is part of the Heavy 
category, and it can deflect incoming 
attacks by powering through with pure 
bulk. The Boomerang is one of the 
Curve-type ARMS, and when it bends 
around obstacles to tag hiding foes, it 
can also send them spinning with its 
Wind-power mini-tornadoes. 

As each fighter has two fists, you 
can mix and match any combination of 
the available ARMS - there are going 
to be tons of different strategies! You 
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just have to experiment with all the 
different options and find the combo 
that works best for you! 

With your fighter selected and your 
ARMS equipped, you'll leap into action 
against opponents in a wide variety of 
different arenas. Some are simple 
squared circles the likes of which you 
see in traditional boxing. Others are 
wild, changeable rooms with floors 
that are constantly shifting. Min Min's 
personal arena is a gigantic ramen 
bowl! 

Altogether, it's clear that Nintendo 
is pushing a ton of variety into this 
experience, and that's encouraging, as 
its original reveal had some people 
thinking ARMS might be a little too 
limited in scope. Not so! 

Most exciting, though? ARMS bouts 
won't only be one-on-one! Multiplayer 
matches will be available for up to 
four players to take each other on in 
two-on-two confrontations. That will 
be chaotically awesome, to be sure. 
(Though, granted, it will be a big 
expense for some players to get the 
total of eight Joy-Con controllers that 
will be needed to enable that many 
local players with motion control.) 

ARMS will be hitting store shelves 
on June 16, immediately after E3. We'll 
have our review next time! — LUCAS 
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THE BALANCED BOUNCER 


SPRING MAN 


Like Mario in the Smash Bros. series and 
Ryu in Street Fighter, Spring Man is the 
balanced, middle-of-the-road character 
who does everything well, with no severe 
weaknesses or overpowering strengths. 
That's not to say he has no unique powers, 
though! His spring-built body gives him the 
power to bounce back from the brink, 
supercharging all of his punches after his 
health drops below 25%. He can also 
deflect some incoming attacks with a 
shockwave that surrounds his body! 


THE TWO-TON TERROR 


MASTER MUMMY 


Every fighting game has to have at least 
one hulking heavyweight. ARMS will likely 
end up with more, of course, but the first 

revealed to us is so menacing that the 
others must be scared to show themselves! 
Master Mummy’s an undead mass of reani- 
mated muscle, and his sheer size makes 
him almost unstoppable — punches don’t 
cause him to flinch, so he can keep stalking 
his prey constantly. What’s more, he can 
actually restore his own health bar by 
guarding! All those bandages do their job. 


THE AERIAL ACE 


RIBBON GIRL 


It’s definitely going to be a battle to see 
who the most iconic character in ARMS 
ends up being, and Ribbon Girl might be 
poised to beat out Spring Man. (She is liter- 
ally beating him on the box art, after all.) 
In-game, Ribbon Girl's signature skills take 
her into the sky. While every character can 
jump, only Ribbon Girl can pull off double 
jumps that extend her dodging abilities in 
the air. She can also execute quick drops to 
get back to the ground fast when she's 
leaping, letting her close in on her foes! 


THE ROBOT RIDER 


MECHANICA 


The character voted most likely to make 
Mega Man Legends fans miss their days 
adventuring with Tron Bonne, Mechanica is 
a 15-year-old genius whose youth and lack 
of physical strength haven't stopped her 
from entering this ARMS race. Mechanica 
has constructed a personal mech suit to 
pilot into battle, and it's equipped with 
boosters on its back that let her hover in 
mid-air after she jumps. Because punches 
don't phase her physically, she also isn't 
stunned by attacks when she's on the go! 


THE STEALTHY SHINOBI 


NINJARA 


Ninjara looks like he's wearing glasses, 
which might be a bit ironic considering his 
particular set of skills is centered on 
keeping his opponents from being able to 
clearly see just where he is at any given 
moment. His ninjutsu lets him disappear 
into puffs of smoke, instantly dodging 
punches and repositioning himself a short 
distance away for a counterattack. He can 
even warp left or right when he's on the 
defensive, guarding himself with his ARMS 
up. Poof! He's gone again. 


THE RAMEN RUMBLER 


MIN MIN 


Finally, here's Min Min, the newest member 
of the cast to be revealed! She's got 
noodles for arms, but don't let that make 
you think she's in any way weak. This is 
some super saucy ramen! Min Min can 
charge up and transform her left arm from 
noodles into the form of a dragon (which 
pairs well with the Dragon ARM, to finish 
the look), and attacks from that arm will be 
powered up while the transformation's 
active. She can also attack with kicks — 
even deflecting punches with her feet! 


RPG MAKER FES 


Build (and share) your own epic adventures! 


IF YOU'RE A fan of the RPG Maker 
franchise — which allows you to 
create your own JRPGs reminiscent 
of the SNES and Genesis games of 
yesteryear — you're in luck, as NIS 
America has announced that they'll 
be publishing RPG Maker Fes for 
the Nintendo 3DS in North America 
this June. 

RPG Maker Fes' base engine 
allows you to customize everything 
from items to monster battles to 
spell animations. You can use the 
sample heroes, NPCs and monsters, 
or completely customize them from 
preloaded graphics, then give them 
strengths and weaknesses, charac- 
ter classes and the ability to 
perform spells or special skills. 
Map creation is as simple as 
drawing tiles on a blank canvas and 
selecting prearranged structures 
and houses, and a predictive text 
keyboard is built in to make 
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dialogue and description writing 
easier. As for programming more 
advanced functions, the engine has 
built-in event and variable func- 
tions so you can travel between 
maps, add a friendly shopkeeper or 
set specific conditions for progress. 

Sharing your creations is where 
RPG Maker Fes has one over on 
Super Mario Maker for Nintendo 
3DS: The "RPG Maker Player" will 
be available for free in the 3DS 
eShop, allowing anyone — not just 
owners of the main game - to 
download and play your creations. 

While RPG Maker Fes ships with 
"fantasy" tiles and characters, 
there are various free and paid DLC 
sets released in Japan that NISA 
will likely be bringing to the West. 
These include feudal Japan, sci-fi 
and even Disgaea-themed map tiles 
and character graphics! 

I’ve seen great games created 
with RPG Maker that make the 
most of the software's limitations 
to deliver a thrilling experience. 
What will you make? — REBECCA 
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It's only been a few days since I've been here. 


It isn't that eas. 


CULDCEPT REVOLT 


The card-battling saga finally returns to the West! 


AFTER A NEARLY decade-long 
absence, the dice-rolling, spell- 
swinging Culdcept franchise is 
returning to North America! NIS 
America will be releasing Omiya 
Soft's Culdcept Revolt on the 
Nintendo 3DS this August. (If you're 
a Smash player and the name 
Culdcept sounds familiar, Nintendo 
published two previous entries in 
Japan — which is why there's some 
Culdcept-related content in Super 
Smash Bros. for Wii U and Nintendo 
3DS.) 

Playing a battle in Culdcept is 
best described as "Magic: The 
Gathering meets Monopoly." 
Monsters and spaces are colored to 
represent the four elements (Water, 
Fire, Earth and Air.) When you land 
оп a space, you can summon a 
monster to defend it from your 
opponent, and you can also level 
up spaces under your control when 
you land on home base. The more 
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territory and monsters you control, 
the higher the toll (in mana) you'll 
demand from your opponents if 
they wander by and lose to you in 
battle. There are also spell and 
item cards to use to influence dice 
rolls, give your monsters buffs or 
force your opponent to discard. The 
winner will need to have enough 
mana to make it back to home base 
to win the round — and some sweet 
new cards! 
The "Revolt" of Culdcept Revolt 
revolves around the Quest Mode, 
featuring a young knight named 
Allen who's a new recruit for the 
Free Bat army. Winning cards in 
Quest Mode will allow you create 
your own spellbook of cards to 
bring into local or online battles 
with up to four people, and even 
challenge online leaderboards too. 
Culdcept Revolt will also get a 
Limited Edition release from the 
NIS America store, including seven 
foil art cards, a set of metal dice, 
the soundtrack, a hardcover 
artbook and the game in a collec- 
tor's box for $59.99. — REBECCA 


AND THE Wii U’S lost one more. 

When we sent out last issue out 
the door, we included Bloodstained: 
Ritual of the Night in our list of 
notable games stuck in a "switch-y" 
situation — those games that began 
development as Wii U titles, but 
haven’t yet been released on Wii U. 
The question being, at this point, 
should games in that situation just 
cancel their Wii U versions and shift 
their development attention to the 
new Nintendo Switch? 

Koji Igarashi was noncommittal 
two months ago, but now, at long 
last, he’s come forward with the 
announcement that many thought 
was inevitable. In an update posted 
to the game’s Kickstarter page, the 
legendary developer said, "During 
our Kickstarter campaign, the Wii U 
was at the height of its popularity, 
but the situation has drastically 
changed after the release of 
Nintendo Switch. This change made 
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At long last, the switch to Switch has been made! 


Зерт)” > 


it difficult to receive the necessary 
support from the hardware maker, 
which has led us to drop the Wii U 
development and shift the develop- 
ment to Nintendo Switch. We are 
very sorry that it has come to this 
after all your support, but we hope 
you will understand." 

Iga's statement is interesting in 
that I believe it's the first to lay 
blame at Nintendo's feet, saying 
that they couldn't get the support 
they needed from them to continue 
with Wii U development. Nintendo 
must have had a behind-the-scenes 
cut-off date for Wii U, after which 
point they wouldn't help outside 
dev teams work on it any more. It 
makes sense, but it's a bit harsh! 

This spiritual successor to the 
Castlevania series will now see 
release on the Switch — both digi- 
tally and in physical form — in early 
2018. Here's hoping development 
goes well throughout the rest of 
this year, and that the final product 
ends up living up to its iconic inspi- 
ration! — LUCAS 


PREVIEWS 


ULTRA STREET FIGHTER II: 


THE FINAL CHALLENGERS 


А new first-person fighting mode joins the fray. 


SINCE THE RISE of the first- 
person shooter in the 905, it 
seems like just about everyone has 
wanted a piece of that "through the 
hero’s eyes" vantage point. Mario 
went on a safari with Yoshi, Link 
trained in the art of the crossbow 
and Samus' experience was just 
Prime. 

Now, after all these years, it 
seems that the masters of the 
Ansatsuken fighting style are 
spoiling for their turn — or at least 
one of them is, at any rate. With 
Ultra Street Fighter II: The Final 
Challengers for the Switch, players 
get to step into the figurative (but 
certainly not literal) shoes of Ryu, 
challenging wave after wave of 
Shadaloo soldiers by unleashing 
one Hadoken fireball after another 
in a mode which is called, appropri- 
ately enough, "Way of the Hado." (I 
guess everyone can't be like Van 
Damme and bring in a gun-toting 
Allied Nations army.) 
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Reportedly, you'll need to hold 
one Joy-Con in each hand to play 
Way of the Hado. With what we've 
seen of the Joy-Cons' motion- 
sensing capabilities by way of 1-2- 
Switch, I’m reminded of a Dragon 
Ball Z toy released some years ago. 
Consisting of two wristbands, the 
user would connect the two and 
move their hands similarly to how 
Goku charges a Kamehameha wave 
(which, incidentally, is very similar 
to how Ryu performs a Hadoken) to 
emit a charging sound. Bringing 
them forward shifted the sound 
from "charging" to "firing." Suffice 
it to say, | would not be surprised if 
the Joy-Cons were capable of 
pulling off something similar for 
this mode! 

Ryu won't just throw Hadoken 
blasts in Way of the Hado, though, 
as his Shoryuken uppercuts and 
Tatsumaki Senpukyaku whirlwind 
kicks will also be usable. (If the 
camera stays fixed to first-person 
during that spinning technique, 
though, players might get dizzy! 
Being Ryu isn't easy.) - DAVID 
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WHAT DO YOU do when youve 
released what is widely considered to 
be the best Mario Kart game in years, 
but it’s on a console that hasn’t quite 
managed to live up to sales expecta- 
tions? If you're Nintendo (and you'd 
better be, if you're releasing any Mario 
Kart games), you double down by 
releasing it again during the launch 
window for your hot new console that 
everyone is talking about — with some 
new additions, of course. 

Indeed, most of the additions to 
Mario Kart 8 Deluxe are actually 
returns to the series. This ranges from 
characters such as Dry Bones, King 
Boo and Bowser Jr. to the triumphant 
re-emergence of a proper Battle 
Mode, including stages 
both old and new. 


Even some familiar items are back in 
the spotlight, such as the fan-favorite 
Feather (exclusive to Battle Mode) — 
which has been absent from the series 
since the original Super Mario Kart on 
the Super NES all the way back in 1992 
— and Boo, who will readily steal one 
of a random opponent's items. 

Luckily, if you get Boo'd, you'll have 
an extra item to spare! 

That's right: One of the ways that 
Nintendo is doubling down in this 
double-dipped (and perhaps twice as 
nice) iteration of the series is by 
bringing back the option to hold not 
one, but two items at a time — a 
feature not seen since Mario Kart: 
Double Dash!! on the GameCube 
in 2003. (Unfortunately, 
the option of having 


SWITCH 


N TWO IS BETTER THAN ONE 


APRIL28, 2017 (WORLDWIDE) 


two riders per kart doesn't seem to be 
part of the deal, but let's face it: 
unless you had someone to ride in the 
gunner's nest instead of racing against 
you, it was ultimately just a means to 
hold two items anyway.) 

Nonetheless, this brings a lot of 
chaotic potential to the races as 
players go out of their way to hit that 
double-Item Box before someone else 
does — potentially for good and for ill. 
On the latter side, there have been 
some issues raised with the question- 
able balancing of items (or lack 
thereof) since Nintendo increased the 
maximum number of racers from eight 
to 12 in Mario Kart Wii back in 2008. 

It was there that items meant to 
level the playing field — such as racer- 
shrinking Lightning Bolts, screen- 
obscuring Bloopers and 
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the infamously dreaded Blue Shell — 
were originally reserved for the 
bottom few racers, but when the 
bottom expanded by four, just trying 
to hold onto your humble Banana Peel 
proved to be an excruciating challenge 
as CPU-controlled fiends spammed the 
track with their overpowered 
ordnance. Just imagine what kind of 
terror there is to be wrought by 
doubling the odds of getting those joy- 
suckers among the back of the pack! 
Fortunately, it seems that Nintendo 
was taking notes, as Mario Kart 8 felt 
altogether more balanced between 
hitting the gas and crossing the finish 
line. The Wii title's scourges of the 
speedway not only seemed to come 
about altogether less frequently, but 
had been fine-tuned to some degree 
so that the mere act of driving a few 
inches wasn't a challenge in itself. 
Mario Kart 8 Deluxe will be hitting 
retail store shelves at around the 
same time as this issue arrives in 
most subscribers' mailboxes, and 
we're already putting it through its 
paces here. Our full review will be 
ready in our next issue! — DAVID 


SUPER SMASH BROS. 


AMIIBO FIGURES 
The final three, finally revealed! 


AT LAST, WE can finally exhale! It’s been 
almost a year and a half since Nintendo 
first announced that amiibo figures 
depicting Cloud, Corrin and Bayonetta 
were in development. It came as no big 
shock at the time, as they’d previously 
said that every Smash Bros. fighter 
would get an amiibo, and they were the 
final three still waiting to get theirs. 
What has been shocking since then, 
hough, is just how long they’ve made us 
wait! The entire calendar year of 2016 
came and went with nary a word — just a 
vague tweet from Bayonetta's dev team 
ast September that kept hope alive. So 
much time went by, in fact, that | person- 
ally thought we wouldn't see these 
igures until the inevitable "Super Smash 
Bros. for Nintendo Switch" was released. 
Or at least announced? Maybe that's 
going to happen at E3 this year, as E3's in 
une and these three figures are set to 
and on store shelves just a little over 
one month later, on July 21. 


CORRIN 
Player 2 


Joueur2 
Jugodor2 


Oh, but pardon me! There aren't only 
three figures — there are two times that 
many! Some fans had their suspicions 
that both male and female Corrin amiibo 
would be made, but no one predicted 
that Cloud and Bayonetta would also get 
two versions of themselves! 

Corrin's two styles are straightforward 
— you could pick either male or female 
versions in Fire Emblem Fates, so here 
they both are again. Cloud's classic look 
from Final Fantasy VII is his first amiibo, 
while his second has him in his alt Smash 
gear that was taken from his appearance 
in the movie Final Fantasy VII: Advent 
Children. And Bayonetta's two styles are 
her looks from her two different games — 
though, somewhat oddly, it's her look 
from Bayonetta 1 that is labeled as her 
"Player 2" amiibo. 

So let it out, amiibo fans! That long- 
held sigh of relief. The Smash line's done! 

. Unless Smash on Switch has new 
fighters...— LUCAS 


BAYONETTA, 
Player 2 
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YO-KAI WATCH 2: 
PSYCHIC SPECTERS 
“Shinuchi’ surfs to the States. 


WHAT'S THIS? DIDN'T we already get two different versions of 
Yo-kai Watch 2 last year? Well, yes. Yo-kai Watch 2: Bony Spirits 
and Yo-kai Watch 2: Fleshy Souls both made their localized debut 
in North America last September. But for Yo-kai Watch 2, two is 
not enough! 

Japan actually got three different versions of this series sequel 
way back in 2014. The first two editions there were called "Ganso" 
and "Honke," and those became Bony Spirits and Fleshy Souls in 
the West. The third version followed after its predecessors by 
about half a year — it was called the "Shinuchi" edition, and it 
expanded on the content of the other two. And expanded on their 
sales, too! Ganso and Honke combined to sell over 3,000,000 
copies together, but Shinuchi racked up 2,600,000 just by itself. 

Right: Here’s your reminder that Yo-kai Watch is huge in Japan. 

The series hasn't exactly taken off like a rocket outside its 
home country, though, so | wondered whether Nintendo and 
Level-5 would bother with localizing this third version. | guess 
they're committed to sticking with it even if it's not selling the 
millions here that it is back home! 

Shinuchi's new name for the West is "Psychic Specters," and it 
adds even more Yo-kai to befriend than ever before, including 
Wicked and Boss Yo-kai you've never been able to recruit previ- 
ously. It's also got a Yo-kai-packed train called the Hexpress that'll 
take you to a new explorable area, and the Blasters minigame has 
been overhauled to include new boss encounters. 

I held off on playing either of the previous two versions myself, 
as Neal and Kevin K. took on reviewing duties back in Issue #24. 
This time, | may just have to jump in! With all the extras included, 
any of you who waited might want to nab this one too! — LUCAS 
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Since it's only been two years since the first Splatoon - and since that first 
effort was so successful — some fans are skeptical that Splatoon 2 could 
be any better. But history has taught us that often it's the "2" that 
truly polishes a predecessor's original 

ideas! Here are some of the most 
notable examples of when a 
series 2 was better than its 1. 
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KIRBY'S DREAM LAND 
KIRBY'S ADVENTURE 


KICKING THINGS OFF here is Kirby, everyone's favorite 
sphere-shaped overeater. Our hero first appeared in the 
incredibly easy-going, wonderfully welcoming but unfortu- 
nately far too short Kirby's Dream Land almost exactly 25 
years ago. The game is perhaps the most beginner-friendly 
Nintendo title ever made, as its casual difficulty helped many 
young players step into gaming for the first time — or at least 
gaming on the go, since it was one of the Game Boy's earliest 
adventures. But it ended too quickly! Just as soon as you'd 
mastered Kirby's signature skill of sucking up enemies and 
spitting them back out, you found yourself staring at the end 
credits. There was so much more that could have been done! 

And so the series' second game stepped up and completely 
fleshed out the gameplay. Now, Kirby's Dream Land 2 exists, 
and it innovated through the addition of animal friends — but 
despite its name, it wasn't the second Kirby. That honor goes to 
Kirby's Adventure on the NES, which blessed the ball-shaped 
boy with his true claim to fame: the ability to steal enemies" 
powers! Copying foes' techniques wasn't a part of Dream Land 
at all — he was vanilla Kirby through that whole game (short as 
it was). Adventure, though, vastly expanded the scope of the 
quest across dozens of different levels and multiple worlds, all 
while bringing in Kirby's iconic powers like Sword, Cutter, 
Wheel, Parasol, U.F.O. and many, many more. The Kirby series 
would not have thrived as it has without that critical addition 
to Kirby's character! Even his cartoon's title referenced his 
copying power: "Kirby: Right Back at Ya!" — LUCAS 
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CASTLEVANIA: THE 
ADVENTURE 
CASTLEVANIA II: 

BELMONT’S REVENGE 


CASTLEVANIA: THE ADVENTURE was my introduction to 
what would eventually become one of my favorite series, but in 
retrospect, that 1989 Game Boy title was nothing special. With 
sluggish movement speed even compared to the NES games’ 
rather measured pace, a lack of the series’ trademark sub- 
weapons and nigh nonexistent background art, it’s the poster 
child for the argument that handheld games were often poor 
copies of superior console games. 

Thankfully, Castlevania Il: Belmont's Revenge rolled around 
a couple years later and took its forebear to school. While it 
retained hero Christopher Belmont's slow walk, button inputs 
were overall more responsive and level designs more elabo- 
rate. And through the stage select menu, you could chart your 
course through four themed castles, from a crystalline strong- 
hold to a fortress in the clouds, before tackling /e cháteau de 
Dracula. Overall, a more varied and exciting quest. 

But what makes Belmont's Revenge a true revelatory expe- 
rience is its music — the soundtrack is one of the best in both 
its franchise and among the entire Game Boy library, delivering 
high-octane tunes with sick basslines. A couple of tracks are 
even covers of famous classical works - once you hear the ren- 
dition of Johann Sebastian Bach's "Chromatic Fantasia and 
Fugue," your brain will melt. It's that good! - TONY 
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MEGA МАМ VS. 
MEGA MAN 2 


MORE OFTEN THAN not, "2" is a magic number for Capcom 
— and it was Mega Man 2 that set the bar for the company's 
sequels for years to come. Balking at what was largely a short- 
lived trend among many an NES game at the time to do some- 
thing drastically different from the original formula (see Page 
54), Capcom knew they were on to something and doubled 
down with the development of the first of many Mega Man 
sequels to come. 

Or at least, some of those who created the original Mega 
Man knew. The original game was not a hot starter out of the 
gate, though its audience grew more as time passed. In the 
meantime, Akira Kitamura and his team gained permission 
from their higher-ups to deliver on the promise they believed 
the Blue Bomber had - so long as it was in their spare time, 
and didn't get in the way of their other work. As such, develop- 
ment went from being yet another assignment to a passion 
project, and they definitely brought the passion! 

While the core foundation of the game remained the same 
as its predecessor, Mega Man 2 expanded upon it and showed 
a much greater level of polish. Six Robot Masters became 
eight, the controls and physics were tightened to perfection, a 
new and unique password system was introduced and the 
graphics and sound were elevated from good to iconic, with 
numerous visual flourishes added throughout. 

With over 10 games in what has been dubbed the "Classic" 
series of Mega Man alone, fans argue to this day whether Mega 
Man 2 or 3 is the superior title. With that said, when Capcom 
decided to bring the series back with a retro style in 2008, it 
was Mega Man 2 they chose for inspiration! — DAVID 


RELEASED ON NES: JUNE 11, 1989 
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STREET FIGHTER VS. 
STREET FIGHTER II 


1987 WAS AN important year for Capcom, as two of its 
biggest franchises debuted during that time period: Mega Man 
was released on December 17 and Street Fighter arrived in 
arcades across Japan on August 30. Street Fighter debuted in 
two distinct flavors: the now ubiquitous six-button arcade 
model and a pressure-sensitive two-button deluxe version. 
What made this two-button model so unusual was the fact that 
the strength of your character’s attacks depended on how hard 
you pressed (or smashed) the oversized pad-like buttons. The 
original Street Fighter also contained the first appearance of 
superstar combatants Ryu, Ken and Sagat. Special moves 
requiring specific joystick commands in conjunction with 
pressing an attack button at the correct time also made their 
debut here. These moves were all hidden within the game — 
only to be discovered either by accident or by trial and error. 
There was nothing on the cabinet itself to clue you into the fact 
that they were a part of the game — you had to trip over these 
techniques as you played! 

As groundbreaking as the first installment was, 1991’s Street 
Fighter Il was where the series truly came into its own, 
enjoying massive popularity the likes of which hadn’t been 
seen in arcades since Pac-Man’s heyday in 1980. First of all, 
everything about the game was improved: better graphics, 
higher sound quality and improved playability, just for 
starters. A total of eight World Warriors were now selectable, 
with each of the new recruits sporting different playstyles from 
veterans Ryu and Ken. These new warriors included such lumi- 
naries as Chun-Li, Guile and Zangief. The six-button control 
scheme was now the standard mode of control and the special 
moves of the various characters were made easier to execute. 
Street Fighter ІІ also established the combo system! 

One of SF 115 greatest effects was the resurgence it caused 
in the popularity of arcades: By 1995, Street Fighter II and its 
update, Champion Edition, had made over $2,300,000,000! 
Tournaments also became popular, with some still around 
today. Maybe one day I'll be good enough to enter one of them, 
but until then I'll just go home and be a family man. - THOR 
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ОМСЕ UPON Atime, Nintendo was known for their powerful 
hardware - and for а few years, Fox McCloud was the "man" 
they called on to flex those technical muscles. The original Star 
Fox may look primitive now, but back in 1993, its polygonal 
world was nothing short of revolutionary. 

Still, Star Fox clearly pushed the SNES harder than it was 
ever intended to go. Glitches, slowdown and the occasional 
need to lean on traditional pixel graphics all plagued the game, 
though fans at the time didn’t complain. We were too in awe of 
our newfound ability to move through a fully 3D space on the 
other side of our television sets. 

Star Fox was the start of a love affair with 3D graphics that 
would stick with Nintendo for years, directly carrying over to 
the N64, a console designed specifically to host the most 
expansive, convincing 3D games possible. 

It makes sense then that the N64 would go on to play home 
to Fox and friends’ greatest adventure. Thanks to those 64 bits 
of power, Star Fox 64 generated polygonal characters, 
monsters, machines and environments in a wholly cohesive 
way, not unlike the Supermarionation shows that inspired it. 
Those 48 extra bits also allowed for big gameplay advance- 
ments like full voice acting, all-range mode, rumble and many 
other features that fans still rave about. 

The only thing that Star Fox 64 was missing was a new plot, 
which has been a chronic problem for Nintendo's furriest 
fighter pilot. Between Star Fox, Star Fox 64, Star Fox 64 3D and 
Star Fox Zero, Miyamoto and company have told the same 
basic Star Fox origin tale four times now! - JONATHAN 
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EARTHBOUND 
ВЕСІММІМС5 
EARTHBOUND (A.K.A. 


MOTHER MOTHER 2) 


EARTHBOUND, OR MOTHER 2 in Japan, was the follow-up 
to the 8-bit RPG Mother — recently released as "EarthBound 
Beginnings" here in the West. While there is a graphical bump 
from NES to SNES, most people don’t take that into account, as 
EarthBound was knocked for its "inferior" graphics when 
compared to other SNES RPGs. (These days it’s known it was a 
style choice.) There are many other elements from the first 
that are simply made better in the second: Character develop- 
ment, a better battle system and a larger and more varied 
game world are a few. Some say too much recycling was used, 
as Ness is essentially Ninten, Ana became Paula and Lloyd is 
Jeff, and some plot elements and locations like the melodies, 
Giygas and Magicant appear again. Most RPGs have repeating 
elements, but plenty of original, very unique moments arise in 
EarthBound. Besides, both games happen in the same world. 

Difficulty was still high, but was toned down compared to 
the brutality of the first game, and the enemies were funnier 
and more memorable. NPCs like Professor Andonuts, Apple 
Kid, the Mr. Saturns and more set the game apart from not just 
its predecessor, but most RPGs. What makes it achieve its cult 
status is the stellar plot, amazing music and its obscurity. 
Mother may only be playable out of curiosity because the 
second strives for greatness, but not many RPGs on the NES 
have aged well. Honestly, it truly appears that Mother 2 was 
the game Mother 1 always wanted to be, but couldn’t because 
of console restraints. In short: PLAY THIS GAME! — BRETT 
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RELEASED ON SNES: NOVEMBER 21, 1994 


DONKEY KONG COUNTRY 
VS. DONKEY KONG 
COUNTRY 2: DIDDY’S KONG 
QUEST 


DONKEY KONG COUNTRY was a tough act to follow. It 
managed to completely steal the show on the SNES, and 
changed the way we looked at multiplayer in platformers — 
among many other lesser-used concepts like asynchronous 
characters. But Donkey Kong Country 2: Diddy’s Kong Quest 
(yep, | also called it Diddy Kong’s Quest for nearly two decades) 
managed to beat it out in just about every conceivable way. 

One perfect example is the soundtrack. The original DKC 
had some incredible tunes that are worth listening to by any 
standard, like the mesmerizing and beautiful "Aquatic 
Ambiance." But with tracks like "Stickerbush Symphony," Rare 
(David Wise, in particular) was able to push the SNES to its 
limits, and managed to build on the already somewhat haunt- 
ingly majestic motif they were going for with the series. 

Then there are the even more pronounced differences 
between the two protagonists. While the buff Donkey and the 
quicker Diddy were a pair to be reckoned with, Diddy and Dixie 
added a whole new depth to how you approach levels. Diddy’s 
girlfriend's main gimmick was her hair, which allowed her to 
helicopter-glide through the air and grab barrels in a com- 
pletely new way. It was genius, as Diddy added a level of famil- 
iarity for fans, while Dixie flipped everything on its head. 

The levels were bigger, badder and tougher. There were 
more collectibles and more rewards, including a secret ending 
and a completely optional Lost World. It took a lot of cues from 
Super Mario World, but was all the better for it! - CHRIS 


RELEASED ON SNES: NOVEMBER 20, 1995 
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RELEASED ON NINTENDO 64: APRIL 29,1999 


SUPER SMASH BROS. VS. 
SUPER SMASH BROS. 
MELEE 


THE ORIGINAL SMASH managed to do a lot with a little. 
With no Street Fighter, Tekken or Virtua Fighter games in its 
library, the N64 didn't have much of an install base of fighting 
game aficionados to work with. Combine that with its strange 
"king of the hill" win conditions and cast of largely unrelated 
Nintendo all-stars, there was no guarantee it would be a hit. 

But a hit it was, in large part thanks to the fact that it was 
created by Nintendo fans, for Nintendo fans. In that way, 
Smash Bros. was arguably the first Nintendo game about 
Nintendo games, shining with an unabashed, self-referential 
love that has made the series one of Nintendo's biggest hits, 
eventually inspiring other popular inter-company crossovers in 
games like Animal Crossing: New Leaf and Mario Kart 8. 

For many though, the series peaked with Super Smash Bros. 
Melee. With more than double the roster size of the original 
game, endlessly deep mechanics, a faster pace, beautiful 
graphics, hundreds of collectible trophies and flawless 
controls, Smash Bros. Melee essentially replaced its predeces- 
sor in every way. The same can't be said of the two Smash Bros. 
games that followed. While both sold great, neither managed 
to amass the same ravenous following Melee has garnered. 

Arguably the greatest part of Melee is its multi-stage 
Adventure Mode. While many remember New Super Mario 
Bros. as being the return of 2D Mario gameplay, it really 
started with Melee, which offered a recreation of the side- 
scrolling Mushroom Kingdom, before "linking" it to a stage 
based on Zelda, then Metroid and even F-Zero! - JONATHAN 
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What will Emboar do? 


SUPER MARIO GALAXY 
SUPER MARIO GALAXY 2 


AFTER YEARS OF stomping about the familiar grassy plains 
and snowcapped mountains of the Mushroom Kingdom, Mario 


boldly went where no plumber had gone before in 2007: the POKEMON BLACK & WH ITE 
cosmos, which served as the backdrop for his first proper Wii PO KEMON BLACK 2 & 


adventure, Super Mario Galaxy. But it wasn’t the game’s space 


setting that made it such a dramatic departure for the series — WH ITE 2 
it was the level design. Boundlessly inventive and breathtak- А А А 
ingly diverse, the stages in Super Mario Galaxy hearkened back AFTER THE RELEASE of Pokemon Black and Pokemon White 
to the plumber's sidescrolling days, eschewing the sandbox- in 2011, everyone expected a third installment along the lines 
style worlds of Super Mario 64 for a myriad of tightly crafted of Crystal, Emerald and Platinum — then we got not one, but 
platforming challenges. The result was dazzling — despite their two sequels instead! Pokemon Black 2 and Pokemon White 2 
linearity, each of the game's levels was more creative than the take place two years after the originals, and featured lots of 
last, and many made use of the Wii Remote in clever ways. new places to explore and new characters to meet. The 
Super Mario Galaxy 2, by comparison, may not seem like as Pokedex also got a remake, now including Pokemon from the 
bold a step forward as its predecessor, but it is by all accounts previous four generations right off the bat. Also, the Memory 
the better game, expanding on and perfecting all the ideas Link feature let you wirelessly sync data between the originals 
introduced in the first Mario Galaxy, while contributing a few and the sequels to flesh out the adventure and find out what 
innovations of its own. For starters, the game featured a was going оп in Unova during the two-year gap. | 
whopping 242 stars to collect — more than double the amount The best of the new additions was Pokéstar Studios, where 
in every previous 3D Mario game. Likewise, there were even you and your Pokémon could star in a series of action-packed 
more levels to explore, all of which introduced and discarded movies, such as "Timegate Traveler" (where you traveled to a 
unique gameplay ideas with gleeful abandon. In fact, "more" future where Pokémon captured and trained people), "Red Fog 
seems to have been the guiding philosophy behind Super of Terror" and the Brycen-Man series. The movies were battle- 
Mario Galaxy 2. The game had more of everything that made based puzzles, where you would need to interpret the direc- 
the first title so spectacular — more boss battles, more power- tors instructions and choose the correct moves and Pokémon 
ups, more heart-stopping platforming (to this day, its final Abilities in order to make a blockbuster hit. Messing up and not 
level, Grandmaster Galaxy, remains one of the most devious following directions sometimes had the unintended effect of 
Mario stages Nintendo has ever devised). turning your Pokémon into a star — complete with its own 
But the title's biggest addition was, without a doubt, Yoshi. special animation before battle! 4 
This wasn't the first time Mario's dino pal appeared іп a 3D The other big addition was the Pokémon Dream Radar app, 
Mario game; Yoshi eggs could also be found scattered about in Which let you use the 3DS' camera to seek and capture 
Super Mario Sunshine, though the dino's implementation in Pokémon - ап ancestor of Pokemon GO! It was a great way to 
that game frankly left a lot to be desired. In Super Mario Galaxy integrate the 3DS AR technology, and was the only way to 
2, however, he proved to be an invaluable asset thanks to his obtain some valuable Pokémon as well. ~ REBECCA б 
unique abilities, from his signature prehensile tongue — which 


allowed him to grip and swing across chasms — to his own 
unique clutch of ability-bestowing power-ups. It’s just another 
reason why Super Mario Galaxy 2 remains, arguably, the finest 
3D Mario game to date! — KEVIN K. 


In the world of the future, Pokémon 
catch people’?! 
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WHEN YOU TALK about Ice Climber these days, most people 
will think of Nana and Popo’s appearance in the Smash Bros. 
series of games. But waaay back in the day, during the 1980s 
where all great things came from, they starred in one of the 
first Nintendo Entertainment System games to be released in 
the United States. | wasn’t lucky enough to own Ice Climber, 
but | did have a friend who let me borrow it from time to time. 
really should give it back to him at some point...) 

Anyone who knows anything about my taste in games knows 
that | prefer character-driven games. Pokemon, Mega Man, 
Zelda - all these have well-designed characters that exude 
charm and style. Ice Climber was no different: The second I saw 
a polar bear wearing sunglasses, | knew | was in for a treat. 
Plus, cute li'l parka-clad kids and eggplants with eyeballs? I’m 
there! The music really caught my ear, too - Nintendo had a 
knack for creating really catchy little jingles for their NES 
games, and Ice Climber had them in spades. 

Sure, playing Ice Climber by myself was fun, but the problem 
was that I really wasn't very good. | could make it to the top of 
the first set of mountains, but | never could get much farther 
than that. 

This is where playing with two people came in: І found that 
it was MUCH easier to make progress with both my friend and 
me playing. One person would clear the way for the other, 
knocking out bad guys and starting to clear the way for both of 
us to climb higher. 

But once we got to the bonus area at the top of the 
mountain, all bets were off. To me, this was what made Ice 
Climber so great - two-player cooperation throughout most of 
the level, then - WHAMMO - every man for himself to get to 
the condor! (I honestly thought that condor was a pterodactyl 
back then, but that's 8-bit graphics for ya!) І have to admit, I 
was usually on the losing end of that competition, mostly 
because I was no good at judging the distance for the precari- 
ous jumps that were required to make it to the top. Moving 
platforms are not my friends, so it would seem. These friendly 
little competitions made for some great times, and seeing my 
score go higher than my friend's made for great ribbing after- 
ward! - THOR 
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RELEASED ON NES: OCTOBER 1985 


WHEN YOU'RE STARING down an invasion by aliens who 
have no compunction about kicking you off your own lawn and 
calling it theirs, it can sometimes prove to be more than one 
man can handle alone. And when that alien force is headed by 
none other than galactic gangster Red Falcon, two guns are 
definitely better than one. 

Plus, if you know a thing or two about classic gaming codes, 
you know that 60 men are better than 30, too. 

Contra is a game known by its well-earned reputation for 
being hard. One slip, one stray bullet — really, even one touch 


FEATURES 


by a guy who looks like he’s ju 
in time before they close for t 
as dog meat. Enemies come f 


st trying to make it to the store 
һе Big Game — and you're dead 
rom every direction, bullets fly 


fast and furious and unless you manage to get the Spread gun 
— and even then — there are only so many you can take out. 

That's when it's good to call for reinforcements. One man 
may not be enough to take on the likes of four-story-tall aliens 
with wrecking balls for arms, but two? Yeah, you've got this. 

Going co-op with a friend or family member — ideally one 
you can trust — makes the Contra experience just so much 
better, and victory so much sweeter. Not only do you have 
another gun in the race to help thin out these heinous hordes, 
but — and you should probably keep this part to yourself while 
making your recruiting rounds — it gives the enemy another 
target to focus on as well. In addition, since you can only 
gather one power-up at a time, a partner allows you to double 
your firepower and your fun. After all, why fill the screen with 
only five rounds per shot when you can flood it with 10? 

There's no room to get sloppy, though; as mentioned before, 
you'll need teamwork in order to ensure your survival, as well 
as that of the entire human race. While friendly fire isn't a 
concern, the two of you will have to learn to move in tandem 
when scaling waterfalls, cliffs and towers, or even just crossing 
areas filled with pits and other perils. 

And when the going gets rough? That's when you pick each 
other up, as when one person runs out of lives, they can help 
themselves to one from the other player — provided they still 
have any left themselves. Live together, die together — that's 
the true Contra way. - DAVID 
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RELEASED ON NES: FEBRUARY 1988 
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LIFE FORCE —— 


AT THE VERY end of Life Force, as you slowly approach the 
final boss fight, there’s an odd sound effect played over and 
over that sounds like someone crying. One of my earliest video 
gaming memories is of watching this scene while my older 
brother Josh and his friend (also named Josh) piloted two 
starfighters into that ultimate boss chamber. My brother said, 
"Hey, listen! It’s Josh Marlin’s girlfriend crying in the back of his 
ship!" Burn. It’s been almost 30 years since that day, and | still 
remember that bit of hilarious verbal Josh-on-Josh crime. 

(Sorry, Josh Marlin.) 

Through moments like that, Life Force proved to me the 
appeal of two-player gaming at a young age. It was actually the 
first game my brothers and | bought for our NES, kicking off 
our NES collection that, prior to that, only contained the 
combo Super Mario Bros./Duck Hunt cartridge that came 
bundled with the system. We'd played plenty of both of those 
games together, of course, but when I went to a friend's house 
for a birthday party and saw and played Life Force there for 
the first time, my mind was blown by its ability to have two 
people playing together, both on-screen at the same time! 
Simultaneous co-op just hadn't been a part of my world yet, 
and it was a revelation. | got home, told my brothers all about 
it, and we went out to pick up our own cartridge copy! 

Life Force is doubly appropriate for discussion in this issue 
since it served as "Gradius 2" in the States. (Gradius 2 was a 
separate game in Japan, but it wasn't released here, so Life 
Force filled that role.) Like Gradius, it was a forced-scrolling 
shooter that let you power up your Vic Viper (or, for Player 2, 
the RoadBritish Space Destroyer) with wall-crawling Missiles, a 
wide-beamed Ripple gun, piercing Lasers and Options, which 
were little orbs that floated behind your fighter and served as 
extra firepower. The Options were critical, and in co-op, if one 
player was destroyed, the other could swoop in and snatch up 
the lost Options for themselves! 

Life-stealing was also a part of this design, following on 
after Contra in that regard. But, this being another Konami 
release, it thankfully also utilized the infamous Konami Code to 
give both players 30 lives apiece. Why, without that helpful 
cheat, Josh and Josh might never have made it to the end to 
hear the cries of the galaxy's saddest girlfriend! — LUCAS 
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DOUBLE DRAGON II: 
THE REVENGE 一 一 


THERE IS МО more important bond for a child than the one 
you share with a parent or parental figure. They are your first 
teachers, your first cheerleaders and your first playmates. As 
you grow older and discover new passions and hobbies, you'll 
naturally want your parents to get involved. For caregivers of 
freshly minted video game players, however, this may prove 
difficult. Unlike watching cartoons or picking up an action 
figure, playing a video game demands a certain degree of dedi- 
cation and savvy that many adults lack. 

1 was very fortunate to have a father who happily humored 
a prepubescent moi, even though his gaming repertoire was 
limited to only two or three titles. And the one we shared the 
greatest connection over was the Famicom version of Double 
Dragon Il. We played and replayed this Technos classic to 
completion so many times that it was nigh a weekly ritual at 
one point. In fact, Double Dragon II was so dear to us that 
many years after our regular gaming sessions, he bought me 
another copy of the game, completely forgetting that I still had 
the original stashed away in my box of assorted cartridges! The 
memories and emotions were just that potent! 

What was it about this "805 male power fantasy that struck 
such a chord with us? (I just answered my own question, didn't 
1?) In an era of cheesy martial arts action flicks, this was a 
chance to have our own kung fu buddy adventure in the quiet 
comfort of our home. And whenever we were feeling particu- 
larly saucy, we'd select Mode B — turning on friendly fire — and 
punch each other off rooftops and onto deadly spikes! 

The biggest highlight of any session was my father's ad- 
libbing during the cutscenes. Remember, this was the Famicom 
version, so all the cutscene text was in Japanese; since neither 
of us understood the language, it was up to Big Poppa to fill in 
the blanks. He's no master of improv — his choice of dialogue 
probably wouldn't even pass muster on an episode of G.I. Joe — 
but for an impressionable young boy, he was a genuine bard! 

When the day comes that I have children of my own, it is my 
greatest wish to foster the next generation of Nintendo nuts by 
passing on the legacy of Billy and Jimmy Lee, the Double 
Dragons! - TONY 
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RELEASED ON NES: JANUARY 1990 


BACK IN THE formative years of ту video game career, plat- 
formers were the first genre | naturally gravitated toward. 
While Super Mario Bros./Duck Hunt came with my NES and | 
obtained Dragon Warrior by way of a Nintendo Power promo- 
ion, those two kind of just came my way. Once | got old enough 
to earn an allowance and pick out games at the local video 
store (R.I.P. Power Video, your prices crushed Blockbuster), | 
started looking at series like Mega Man and any of the Disney 
ranchises | could get my hands on. 

Like many others, some of my fondest memories were with 
Chip 'n Dale: Rescue Rangers on the NES. It had the style, an 
amazing retro soundtrack and the mechanical panache that a 
ot of other games lacked. The controls were so tight, and the 
physics of throwing boxes and other crazy items like giant 
apples (well, they were giant to the Rescue Rangers gang!) 
were straightforward in an arcadey way. 

Along with Paperboy, it was also one of the few games | was 
able to convince my Mom to play, which is how I found out 
about the unsung PVP element of the game. While objects 
could be used to take out enemies, you could also stun your 
partner with them! She thought it was hilarious, so much so 
that | had to actually practice counter-grabbing, which helped 
create a little meta-versus mode between us. 

With the announcement of the Disney Afternoon Collection 
for PC, Р54 and Xbox One, a lot of people are going to get the 
chance to relive their glory days or encounter this classic for 
the first time. It'll sport DuckTales, DuckTales 2, Darkwing 
Duck, TaleSpin, Chip ’n Dale: Rescue Rangers and Chip ’n Dale: 
Rescue Rangers 2. Both DuckTales 2 and Chip 'n Dale 2 were 
released at the tail end of the NES' lifecycle when the SNES was 
already dominating the market. Both of them slipped by the 
wayside and became exorbitantly priced collector's items, with 
Chip "n Dale 2 skyrocketing in rarity the most. 

While it’s not quite at the same level as its predecessor, I'm 
just happy that Capcom has given a new generation the oppor- 
tunity to play these great co-op games. Maybe a bunch of other 
pairs out there can forge some special memories too. We don’t 
know if it will come to the Switch, but we can dream! — CHRIS 


RELEASED ON NES: JUNE 1990 


BATTLETOADS ON NES could fall into many genres: 
brawler, racer, platformer, etc. However, it normally just falls 
into one: difficult! 

The difficulty actually compounded when another player 
was added, as now two people had to survive the gauntlet 
thrown at them. Two-player really only offered an advantage 
during the brawling segments, but with so few of them appear- 
ing between large onslaughts of memorize-and-survive action 
segments, most players opted to go solo. This was back when 
NES games were bred for difficulty. The value of a game, at 
least from several designers’ point of view, came from how 
long it took you to complete it and how much practice you 
needed to do so. There were also several game designers 
coming off of arcade design that took a focus on eating 
quarters, so they were no strangers to infuriating players. 

Did | also mention it has no saves or passwords available? 
Just some "mega warps" that could be used to skip two levels. 
The NES version had a major co-op bug however, in that when 
Level 11 was reached, Player 2’s controls gave out — as if the 
controller had been unplugged. As a result, Player 1 is forced to 
run from the spiraling orb enemy on their own, and Player 2 
has no way of escaping and dies. If Player 1 survives Level 11, 
they can give Player 2 a life and continue on, but in an already 
intensely difficult game, the amount of people who have com- 
pleted this could probably live in one house. 

My best memories of Battletoads come from the SNES 
sequel, which polished up the first design. Battletoads in 
Battlemaniacs kept several elements from the first game and 
gave them a massive graphical boost. Brawling was more fun 
and more cartoony, control was more precise and it felt a little 
more fair. It was no less brutal though! Most of the time we 
would barely survive the speeder bikes (what were they 
running from so fast anyway?) only to die harsh deaths in the 
snake pit. | remember finding a friend in college who I finally 
completed the game with. It was a mission we were both com- 
mitted to, but there were several times when I was the weakest 
link. Finally taking down the Dark Queen and Volkmire 
together and being able to breathe again is a huge accomplish- 
ment. Kudos to any who have completed the task! — BRETT 


RELEASED ON NES: JUNE 1991 


FEATURES 
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YES, SECRET OF МАМА is technically a three-player game 一 
but | argue it’s better as a two-player game where the third 
character is an option for either person. While it takes some 


amount of story progression to even have two characters avail- 
able to play, once you have that extra party member, the game 
opens up into an amazing experience. Some of the boss battles 
get pretty hairy with only one player, so the game’s true 
strategy lies with utilizing every characters’ abilities to their 
fullest. The Boy, also known as Randi, is the warrior and is best 
at melee attacks, whereas the Girl (Primm) and the Sprite 
(Popoi) are known for healing and battle magic respectively. 
Casting magic can happen in real time as soon as your meter is 
full, so having two people to aid in this endeavor helps things 
considerably. Trading weapons mid-battle, or even when an 
obstruction like a gap or stone halts progression, is also satis- 


fying teamwork, and is what every co-op title should strive for. 


The game is beautiful in its art, soundtrack, character 
design and plot, and sharing things like this is better with two 
people. Even grinding — which the game does require at points 
— is made easier with a friend. It helps pass the time, and 
moving enemies in certain arrangements, especially Slimes, 
can yield an infinite amount of XP, should you both have the 
time. Even finding the various glitches and Easter Eggs the 
game has to offer is more fun when the reward — like bonus 
weapon orbs found in the Mana Fortress — is shared. It only 
ever becomes a problem when you want to be the one to pilot 
Flammie, the dragon friend and aerial transport for the game. 
To whomever hits the Flammie Drum first go the spoils! 

With the recent announcement of a Seiken Densetsu 
Collection in Japan for the Switch (the series’ Japanese name), 
rumors abound about whether a localization will occur. Secret 
of Mana is a sequel to the first game, which was actually titled 
Final Fantasy Adventure or Seiken Densetsu: Final Fantasy 
Gaiden on Game Boy. That game has been remade a few times, 
but the third installment, Seiken Densetsu 3, has never been 
released in the West and is an amazing title. Having it finally 
available in English would be a great thing! 

| hope more people are able to experience this magic soon, 
as there аге not enough co-op RPGs in the world! — BRETT 
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RELEASED ON SNES: OCTOBER 1993 
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ARE YOU A bubbler? 

In recent years, Nintendo's biggest cooperative multiplayer 
series has been New Super Mario Bros. In the Wii, 3DS and Wii 
U editions of that ongoing Mario sub-series, one of the most 
user-friendly features is the ability to hop inside a bubble and 
float along, freeing following after one leading player without 
worry of taking damage or getting trapped. It allows a more 
experienced player to take charge through difficult sections — 
then, when the most harrowing obstacles have been passed, 
the tagalong bubble rider's spherical safe zone can be popped 
so that they can play an active role again. 

That dynamic of one seasoned veteran helping out others of 
lesser skill didn't begin with New Super Mario, though. I'd trace 
it back to the SNES Donkey Kong Country games! There, the 
pairings of two Kongs together naturally lent themselves to 
great two-player co-op opportunities. 

In "Two Player Team" mode, players would each select one 
of the two available Kongs and then hop and bop through the 
game alongside each other. But, since the first DKC games only 
had one Kong active at a time, it made it possible for more 
experienced players to take on the toughest platforming 
sections, then tag their partner with a high-five to let them 
take over when things eased up. (Being the currently inactive 
player was essentially the same as riding in a Mario bubble.) 

That wasn't the only two-player dynamic available, though! 
You could also pick "Two Player Contest," which was entirely 
different — in it, both players got control of both Kongs, alter- 
nating to see who could clear levels the quickest. So you could 
be kind and work together, or else make the game into a test of 
skill between the two of you! 

Looking back, І don't remember taking too much advantage 
of either two-player option. The visuals of each DKC were so 
mesmerizing that | mostly just sat with my mouth agape and 
watched others play — І do recall my younger brother Dan 
being quite an ace at zipping through the hardest stages in 
Donkey Kong Country 2. | should have tagged along! - LUCAS 


RELEASED ON SNES: NOVEMBER 1995 


-一 一 THELECEND 一 一 
SOF ZELDA === 
— FOUR SWORDS — 


YES, YOU CAN play Four Swords by yourself, but where's the 
fun in that? When its DSiWare Anniversary Edition was re- 
released for free in the 3DS eShop to mark the release of A Link 
Between Worlds, | convinced my (then) future husband to 
download it so we could play it together in co-op mode. His 
only Zelda experience up to that point was playing Zelda ll on 
the NES during his childhood (he beat it so many times he 
could probably still do it today), so it was a really fun way for 
me to introduce him to some of what he’s missed over the 
years. 

Four Swords, which originally came bundled with the GBA 
remake of A Link to the Past in 2002, had four Links in varying 
colors team up to collect Rupees and navigate a series of 
mazes that would ultimately lead them to the villainous Vaati, 
who had kidnapped Princess Zelda. As the more experienced 
player, | would take the lead as Green Link — as the two of us 
laid waste to the land of Hyrule in our greedy pursuit of 
treasure, telling my Red Link partner where to go, what items 
to pick up, what to do with the little rubber balls and to be 
careful of the monsters that just popped up. 

And then we would get to the boss battle and watch our 
cumulative Rupee count tick down — dramatically — as the 
boss made us into pointy-eared punching bags. 

"Grab the thing!" | ordered as Green Link grabbed the 
handle on the plant boss and pulled it backwards. | hear Red 
Link’s grunts of pain coming from my partner's 3DS. "| can't! 
It’s hitting me!" my partner said, as | then heard Red Link's 
primal death scream. Ding-a-ling! The revive cost goes up 
another 50 Rupees, and suddenly /'m the one in trouble! "Son 
of a [submariner]!" | mutter as my Green Link succumbs to one 
too many rocks being spit in his direction. Ding-a-ling! We're up 
to 350 Rupees for revival now. Eventually, we manage to work 
together in sync, and watch the boss explode into mulch. 

In our experience, we never saw the fairies call us anything 
beyond "little eggs," but the two of us had a lot of fun playing 
together, even with all the frustration and frantic shouting of 
orders. - REBECCA 


RELEASED ON GBA: DECEMBER 2002 


-一 一 TIHELECEND 一 一 
mm OF ZELDA === 
—THE WIND WAKER — 


IN MOST 3D Zelda games, you have to go it alone. The Wind 
Waker actually bucked that trend, thanks to an optional asym- 
metrical co-op item called the Tingle Tuner. It would have been 
a perfect fit for the Wii U and its GamePad controller, yet in the 
end, the feature was cut from The Wind Waker HD... and no 
one complained when it was removed! If even passionate Zelda 
fans don’t care when something is cut from a game, that’s a 
pretty bad sign. 

Still, | loved the Tingle Tuner and its ability to help form 
unlikely partnerships. The Wind Waker was released at a point 
in my life when | barely knew anyone who enjoyed gaming. | 
had done my best to rope my housemate into games, but he 
was terrible at them, and only enjoyed playing when he was 
winning. 

To this day, this old friend still says that "video games 
peaked with Wind Waker." He loved the game, in large part 
because | used the Tingle Tuner to help him win. By plugging a 
Game Boy Advance into a spare GameCube controller port, an 
additional player could control Tingle as he floats by on a 
balloon, where he could check an on-screen map, throw 
bombs, make Link invincible, give him the power to levitate 
and pull off all sorts of other cool tricks. There’s even a sid- 
equest that can only be completed with the Tingle Tuner, 
where Link and Tingle team up to rescue Tingle’s missing 
brother Knuckle. As а reward, you рей... an even better Tingle 
Tuner! Just what | needed to keep my friend in the game. 

Nintendo continued to push for this kind of "support co-op" 
gameplay with games like Super Mario Galaxy and New Super 
Mario Bros. U, allowing friends to help Player 1 in various ways 
without actually controlling an on-screen character them- 
selves. For this kind of co-op to work, you need a relationship 
where at least one person is content to take a back seat and let 
someone else be the star. That kind of bond is often rare, but 
now that I'm a Dad, | can't wait to back my son up with the 
Tingle Tuner just as soon as he's old enough to start his own 
Wind Waker adventure! — JONATHAN мг) 
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He gave you the Tingle Tuner! 
ІТ you gef stuck or need a quick hint, 


еШ” connect a Game Boy Advance to your 
"mw Nintendo GameCube to talk to Tingle. 
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COMIC BREAK 


OKAY, KAREN, 
ARE YOU READY 
FOR SOME SPLATOON 
SWITCH ACTION? 


OKAY, QUICK! 
WE DON'T HAVE 
MUCH TIME TO 

РО THIS! 
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I'VE BEEN 
WORKING HARV TO 
PRACTICE OUR SPECIAL 
STRATEGY ON MY OWN, 
BUT NOW THAT WE'RE 
TOGETHER, IT'S TIME TO 
PUT IT TO THE TEST! 


CAREFUL! 
KEEP YOUR 
INK NICE AND 


THAT OUGHT TO 
MAKE SOMEONE 
FEEL GOOV ABOUT 
THEMSELVES! 


BY MATTHEW LOFFHAGEN 
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ТНЕ ҒІК5Т 
DEPICTION 
OF DUAL- 
WIELDING 
INA VIDEO 
GAME 
SHERIFF 
ARCADE, 1979 
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Here's an odd and obscure bit of video game trivia for you! Splatoon 2's introduction 
of the new, dual-wielded Splat Dualies got me interested in researching the history 
of dual-wielding in video games, and | discovered that the man responsible for the 
first depiction of one character using two weapons at once was none other than 
Shigeru Miyamoto! It was nearly 40 years ago, when a much younger Miyamoto 
was working on enemy artwork for a game that even predated 1981's Donkey Kong: 
Sheriff. You may be familiar with Sheriff thanks to the main character's appearance 
as an Assist Trophy in the most recent Super Smash Bros., but the sheriff himself 
wasnt the double gunslinger back in the arcades of the late 705 — it was the Bandits 
who encircled his plot of land and fired at him from all sides! Their twin guns are 
represented by only a few pixels, but they re there, making these Wild West rascals 
the first dual-wielders ever. — LUCAS 


RETROSPECTIVE 
WHEN 2 WAS WEIRDER 
THAN 1 Super Mario Bros. 2, the total deviation. 


WHEN IT COMES to video game sequels today, fans usually 
have a pretty good idea of what to expect. Odds are any "2" is 
going to be something similar to the original "1," but with 
better graphics and sound — maybe a couple of tweaks or 
twists to keep things interesting, if we're lucky. 

Back in the '80s, though, that was not the case just as often 
as it was. In fact, Nintendo has made a habit of bucking expec- 
tations going almost all the way back to the beginning, with 
Donkey Kong Jr. flipping the script and not only making a villain 
out of Mario for the one and only time so far in his career, but 
putting the original antagonist's son into the role of the hero. 

While Nintendo has been known to flip the script (or table, if 
you'd prefer) for better or for worse when it comes to sequels, 
there is perhaps one example which stands head and shoulders 
above all others: Super Mario Bros. 2. 

You've probably heard somewhere around seven quintzillion 
times about how Super Mario Bros. 2 wasn't originally a Mario 
game, but was instead a significantly modified and updated 
version of a licensed title Nintendo made for the Famicom Disk 
System called Yume Kojo: Doki Doki Panic. Many are all too 
happy to claim that it simply had the heroes' sprites swapped 
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SUPER MARIO BROS.2 RS 


for the more familiar plumber brothers and their 
friends, but that’s far from the case. With worry 
that the game we've come to know as The Lost 
Levels could potentially harm their cash cow 
franchise with its more brutal difficulty curve, 
numerous changes were made to Doki Doki Panic 
in order to give it a more Mario-like feel, so that 
it could be sold to a Western audience (and then 
in Japan again later, as Super Mario USA). 

Large hearts became Super Mushrooms, 
which helped players by adding a hit point to the 
game's life meter — a new concept for Mario, 
who in turn brought the notion of shrinking when 
down to a single point of health to a program 
that initially lacked such a feature. Waterfalls 
moved slower, vegetable art was tweaked, grass 
looked a little different, more familiar Mario 
tunes were included and more animation was 
added all around. They even added a new boss 
for the Western market: the giant enemy crab/ 
mutant Sidestepper known as Clawgrip! 

A strong theme of masks was also changed 
for the Western release, with various kinds 
becoming Mushroom Blocks, Koopa shells and 
the hawk-like gates that mark the end of each 
level. Meanwhile, one of the masks they did keep 
was Phanto, who was given a more menacing 
visage with which to haunt the dreams of those 
who dared steal the keys left under his care! 

For all the changes made so that the game 
could better fit into the Mario canon (such as it 
was), the end result still differed drastically from 
the game that helped sell the NES to households 
across America. Though the player count 
dropped from two to one, the number of charac- 
ters available to that lone player increased to 
four, each with their own unique traits and attri- 
butes that would stay with them for decades to 
come. (If you like Peach's ability to float, you 
wouldn't have had it without SMB2!) 

Not only did the playable roster increase, but 
they were all whisked to a new world to face an 
all-new manner of foe: Wart and his evil dream 
club, the 8 bits, who had taken control of the 
land of Subcon. Birdo, Shy Guys, Bob-ombs, 
Ninjis — all these and more were introduced to 
the world of Mario with this game, and would 
remain a part of the franchise for years to come. 

What's more, these new foes were unstom- 
pable, as Mario and company instead attacked 
by tossing vegetables! (That ability seems to be 
returning in the upcoming Super Mario Odyssey, 
at least in its food-themed world.) 

That's just the latest example of this total 
deviation from the norm remaining relevant to 
this day! The video game industry rarely sees 
"25" as strikingly different as Super Mario Bros. 2 
was 30 years ago, but thank goodness Nintendo 
made that decision to diverge so sharply from 
Super Mario Bros. 1! — DAVID 


THE LEGEND OF 
ZELDA VS. ZELDA ІІ 


Fans of the original Zelda were met with a 
Zelda II that totally overhauled the 
gameplay, swapping the top-down view 
for a sidescrolling one, plus platforming 
combined with a more sophisticated 
sense of swordplay. Magic was introduced 
too, which would become a mainstay of 
future sequels — and you might detect 
some elements of Zelda 115 DNA in the 
swordplay of 2011’s Skyward Sword. 
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CASTLEVANIA VS. 
CASTLEVANIA II 


Konami's Castlevania follow-up was 
another deviation, taking Simon Belmont 
out of the eponymous castle and across 
the Transylvanian countryside, searching 
for Dracula's five body parts in order to 
lift the count's curse. Though Simon's 
open-world Quest was fraught with obtuse 
puzzles and untrustworthy hints, it helped 
plant early seeds for the design that reig- 
nited the series in Symphony of the Night. 


INCLUDES. 
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PACKED-IN PAK 


Rather than sell rumble tech separately, 
Nintendo piggybacked their new periph- 
eral on the release of the superb second 
Star Fox game. Or was it the other way 
around? Maybe more fans bought Star 
Fox 64 because they really just wanted 
the Rumble Pak? Either way, both rocked. 


THE VIEW FROM 
THE REAR 


While rumble features are totally hidden 
inside modern controllers' plastic 
housings today, the Rumble Pak plugged 
into the back of the N64 controller... 
and admittedly made the whole thing 
awkwardly unwieldy to wield. Weight 
balance was thrown off and it was clunky, 
but it was still new and cool all the same. 
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1% Return 67, 


й. 2 You obtained the Stone of Agony! 


If you equip a „it 
will react to nearby...secrets. 
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OFFICIALLY PART 
OF THE LEGEND 


The Rumble Pak was so well received 
during its debut in 1997 that it managed 
to make an incredible canonical cameo in 
1998! In The Legend of Zelda: Ocarina of 
Time, the Rumble Pak appears in-game as 
an item called the Stone of Agony that 
vibrates your controller to alert you that 
secrets are hidden nearby. Sadly, the 
Stone was replaced by the Shard of Agony 
in the 2011 3DS remake, removing the 
cool visual reference to the real Pak! 


PERIPHERAL VISION 


It's been two decades now since Nintendo introduced physical controller feedback! 


HAPTIC TECHNOLOGY. KINESTHETIC communica- 
tion. Force feedback. These are all technical terms for 
what most of us know as "rumble." You do something in 
a game, your controller vibrates. The technology has 
become nearly as common in controllers as buttons 
themselves, and with the release of the Switch's HD 
Rumble, Nintendo has taken it to the next level. But how 
did we get here? 

Rumble in video games is hardly a new thing. In 1976, 
Sega released an arcade game called Moto-Cross that 
featured a set of handlebar controls that would vibrate 
when you crashed. Several other arcade and pinball 
machines followed suit over the years, but much like the 
red and blue 3D glasses of old, force feedback never 
really amounted to much more than a novelty. 

That changed exactly 20 years ago in April 1997, 
when the Nintendo 64's Rumble Pak successfully turned 
that neat trick into an industry standard. As yet another 
example of the mad genius that is Nintendo's hardware 
development team, the Nintendo 64's controller had its 
very own expansion port built right in. At first, that rear 
slot was only used for memory cards, but when it came 
time to release Star Fox 64, Nintendo included a small, 
grey plug-in that added dynamic force feedback to 
enhance the experience. Inside the Rumble Pak there 
was a tiny, weighted motor that spun around when 
certain in-game events occurred. The faster it spun 
around, the more the controller vibrated. The speed and 
pulse of the rotation could be altered to simulate the 
feeling of a number of different scenarios. For example, 
in the case of Star Fox 64, the controller would rumble 
slightly when your Arwing took off, but when you 
crashed into a tower on Corneria, the vibration would be 
far more intense. Home console games had never before 
reached that level of immersion, and the industry as a 
whole hasn't looked back since! 

Star Fox 64 and its accompanying Rumble Pak were 
both huge hits, and in an effort to capitalize on 
their new popular accessory, Nintendo went 
back and re-released versions of some of 
their earlier titles, like Super Mario 64 
and Wave Race 64, with rumble 
features added in. They even 
managed to squeeze 


rumble technology into a few Game Boy Color cartridges 
like Pokémon Pinball and Perfect Dark! 

But while Nintendo may have been first to bring 
rumble to the masses, that almost wasn't the story. 
Amusingly enough, Sony technically got there first. In 
Japan, the PlayStation got its very own force feedback- 
enabled accessory, creatively named the "Dual Analog 
Controller," which was released a mere two days before 
the Nintendo 64 Rumble Pak hit store shelves. 
unfortunately, the controller was marred by some tech- 
nical issues that led Sony to remove its vibration 
function before its worldwide release, leaving the door 
open for Nintendo's Rumble Pak to flourish without 
competition. Sony would go on to release their iconic 
rumble-enabled "DualShock" controller in November 
that same year, but by then, the damage was done. 
Nintendo's Rumble Pak had brought force feedback into 
the mainstream, so much so that even the very term 
"rumble" became as synonymous with the technology as 
"Band-Aid" is to medical adhesive bandages. 

Rumble has been used in just about every modern 
console controller since, but for the most part, the tech- 
nology hasn't changed much over the years. Some have 
added more motors and increased the overall sensitiv- 
ity, but by and large the effect has remained the same. 
That is, until Nintendo's HD Rumble hit the scene! You've 
certainly heard all about the "ice cubes in a glass" 
example, and really, it's a sensation you have to feel to 
believe. 1-2 Switch is a great showcase of what the tech 
is capable of, but it's merely an appetizer. There's no 
doubt that in the coming years, developers are going to 
come up with some very creative ways to take advan- 
tage of the feature, and that's an exciting thought to be 

sure. We never would have gotten there 
without Nintendo's little grey vibrating 
box, though, and I can't wait to feel 
where games take us next! 
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CHARACTER PROFILE 


When he teamed up with the loud- 
beaked breegull Kazooie, though, a 
new adventurous duo was born! 


Before his first game launched, Banjo 
was part of a few projects that fizzled 
in development and got scrapped. 


When a gruesomely ugly witch named Gruntilda 
kidnaps a pretty little bear and plans to steal her 
beauty, her big brother bear leaps into action to save 
her... along with his best friend, a bird who lives in his 
backpack! Banjo-Kazooie was Rare's first foray into the 
3D platformer genre, and as Nintendo had released no 
direct sequel to Super Mario 64, Banjo-Kazooie’s free- 
roaming collectathon was welcomed with open paws. 


The sales success of Banjo-Kazooie in 
1998 prompted Nintendo to order a 
sequel. It was even bigger and better! 


Their partnership wasn't all melodic, 
though, as Kazooie's wisecracks got 
under Banjo's skin from time to time. 
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Banjo and Kazooie are normally so inseparable that 
they hyphenate their names and count as a single joint 
hero — but their second adventure tore them apart! The 
big new gameplay revision of Banjo-Tooie involved split- 
ting up the tag team and letting each character set out 

on solo missions. Removed from Banjo’s backpack, 
Kazooie could rocket into the sky with huge leaps. The 
empty pack, meanwhile, was creatively used by Banjo! 


Banjo and Kazooie had established 
themselves so well on the N64 that 
they even got to lead two GBA titles! 
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When Microsoft bought Rare, the pair 
disappeared for a while — then re- 
emerged looking oddly redesigned. 


FIRST APPEARANCE 
BANJO-KAZOOIE (1998) 


Not counting re-releases, it's now 

been seven years since Banjo and 

Kazooie were last active. And their 
last appearance was only a cameo in 
a Sonic-headlined kart racing game! 
Others are now taking their torch... 


After the N64 era ended, Nintendo cut ties with Rare — 
and Microsoft jumped in to purchase the studio, quickly 
gaining Banjo and Kazooie as new mascots to represent 
the Xbox brand. Their first outing under Bill Gates' 
employ was not the expected Banjo-Threeie, however. 
Instead, Banjo and Kazooie were placed into a construc- 
tion design that focused on building vehicles. Nuts & 
Bolts was great, but not what fans wanted at the time. 
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THE NEXT TAG TEAM IN 
SUPER SMASH BROS.? 


While Banjo and Kazooie joining the roster in a Super 
Smash Bros. game seemed perfectly reasonable back 
when Smash was just getting started in the N64 era, 
the possibility of their inclusion faded away when Rare 
became a primarily Xbox-focused development studio 
instead of a Nintendo second-party. And yet, there’s 
still a faint glimmer of hope! Two years ago when 
Nintendo held the Smash Bros. Fighter Ballot to solicit 
fans’ suggestions for new DLC characters, Phil Spencer, 
the Head of Xbox, responded to a fans’ question on 
Twitter about their viability to join the cast, saying, "I 
think it would be cool if Banjo was in the next SSB DLC. 
We've worked with Nintendo on Rare IP before, no 
issues." With characters like Cloud Strife, Bayonetta, 
Mega Man, Pac-Man and Sonic in the mix already, it's 
certainly not outside the realm of possibility that this 
famous bear and bird could appear in the inevitable 
Super Smash Bros. for Nintendo Switch. (I wouldn't put 
them very high on the list of likely candidates, but then 
| never would have guessed Cloud would be in, 50...) 


КЕТКО 


WARP ZONE 


What Nintendo Power was writing about way back when. 


IN AN IRONIC twist, mere weeks after Capcom’s 
announcement of The Disney Afternoon Collection 
on every platform but Nintendo's, we come to the 
final Nintendo Power cover to sport one of the 
games featured in that collection, Darkwing Duck 
on Issue #36. 

Eight pages were dedicated to the daring duck of 
derring-do and doing good, with four more going to 
breaking the law with Muttley and Dick Dastardly in 
Wacky Races, and then back to the side of law 
enforcement with four more pages to wrap up this 
issue’s Nintendo Entertainment System selection 
with RoboCop 3. On Game Boy, the Return of the 
Joker took eight pages for Batman to catch up to 
the Clown Prince of Crime, while four pages covered 
four classic board games in 4-in-1 Fun Pak, and two 
others looked at the Workboy (see sidebar). 

In Super NES coverage, four pages of Xardion 
coverage made this one look like a possible dream 
come true for lovers of mecha. Five pages showed 
Master Higgins was ready to play with Super Power 
in Super Adventure Island, with additional coverage 
featured in maps on the backside of a poster for the 
then-upcoming Simpsons game, Krusty’s Fun 
House. Nine pages of maps and tips took you to the 
doorstep of Red Falcon in Contra Ill: The Alien Wars, 
and four pages pit Super Soccer against Super 
Soccer Champ for footie domination. 

In comics, Link finally got to put the Master 
Sword through its paces and challenge Aghanim in 
The Legend of Zelda: A Link to the Past, while 
Princess Toadstool managed a dangerous getaway 
from Bowser’s tower in Super Mario Adventures, 
swapping places with the eponymous plumber hero 
and leading Luigi to enact a daring rescue plan. 
Speaking of Link, Nester arrived to assist him in the 
and of Hyrule, and the duo ventured into the Ice 
Cave to claim the Good Bee — only to find their 
teamwork somewhat lacking. 

A variety of new games were glimpsed during a 
wo-page visit to Sculptured Software, and this 
issue’s Player’s Poll winner got to be a Nintendo 
Power editor for a day, seeing the sights in Seattle, 
picking up their very own Super Scope and telling 
Rob and George what they thought, for a change! In 
the Top 20 listings, Mario dominated all three plat- 
forms as Zelda, Battletoads, F-Zero and Metroid II: 
Return of Samus all tried to catch up. 

Wrapping up the issue was a Celebrity Profile on 
Clarissa Explains It All star and future teenage 
witch, Melissa Joan Hart, a glimpse of Final Fantasy 
| in Pak Watch and a list of only 23 stops (some in 
repeat cities) for the Super Power '92 Tour. 

For Issue #37, Lemmings took the lead with an 
eight-page NES cover story, followed by six pages of 
ЕСІ and TSR's DragonStrike and four pages of 
Stanley: The Search for Dr. Livingston. Metroid 11 
was revisited for eight pages, with Star Wars and 
NBA 2: All-Star Challenge rounding out Game Boy 
with four pages apiece. Five pages of Arcana and 
the backside of the UltraBots poster were followed 
by a nine-page double feature between racers Top 
Gear and F1 ROC, then another six pages for 
Krusty's Super Fun House to sate Super NES fans. 


In comics, Link's battle with Aghanim concluded 
as he was thrust into the Dark World, and Princess 
Toadstool exploited Nintendo's ties to Domino's 
Pizza to put her own rescue plan into motion (it 
involved lots of explosions). Meanwhile, the streets 
of New Detroit were being kept safe under the 
watchful eye of RoboNester — provided he didn't 
rust first, of course. 

Four pages of coin-op action were featured in 
the Arcade Game Update, including Teenage Mutant 
Ninja Turtles IV: Turtles in Time, X-Men, Total 
Carnage, the Nintendo Super System and this 
month's Player's Poll prize: a full-size coin-op 
cabinet of Street Fighter ІІ: Champion Edition! The 
Top 20s this month were much like the previous 
month's, but with Tecmo Super Bowl for the NES 
sending Zelda toppling and Metroid II claiming the 
top Game Boy spot, alongside the introduction of 
Battletoads to the mix. 

David "Bud Bundy" Faustino of Married... with 
Children was this issue's Celebrity Profile, and Pak 
Watch wrapped things up with a look at Super 
Faceball, Out of This World, Mario Paint and Mega 
Man 4. — DAVID 
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Once upon a time, phones that were 
both personal and portable were 
anything but ubiquitous. Hard to 

believe, | know, but it's true! And that's 
when they only did one thing: call other 
people. Looking up the time, date, tem- 
perature, using a calculator or checking 
your day planner? Fuhgeddaboudit! 

(And don't even think of asking about 

Internet access, you whippersnapper.) 
With the success of the Game Boy 
among not only kids, but adults as well, 
Fabtek was ready to capitalize with the 
release of the Workboy: an attachable 
keyboard for the gaming system that 
could download data from a computer 
into memory, then provide users with 
the aforementioned features, as well as 
converters for foreign exchange rates 
and measures, a translator, account 
tracking and more, all for about $80! 

Sadly, it was not to be, as the device 

went unreleased for reasons unknown. 
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NF: Why did you decide to put in all 
the hard work, time and risk neces- 
sary to become independent game 
developers? 

CHRISTIAN: Because we could pull it 
off! We both really liked the idea of a 
simple 2D fighter. Nobody else was 
doing something like that at the time, 
and combined we had all the skills 
necessary to complete it. 

ASH: When we started doing it, | think 
we thought we were just doing it as a 
hobby. | don't know what convinced us 
to start trying to do it as a job. | feel 
like at least some of the blame 
belongs to Indie Game: The Movie, 
which is something that I'm sure a lot 
of people who started making games 
around when we did can say. 

Really though, it's just what I 
wanted to do when I was growing up. 
When | was a really little kid, like 3 or 
so, | wanted to be a lumberjack, and 
also a comic book artist. І pictured 
that this would involve drawing comics 
in the woods. But when | was a little 
older | decided | wanted to make 
"video game graphics" and | don't 
know if | really even knew what that 
entailed as a job. Then when I was in 
high school | decided | wanted to 
write musicals or operas or something 
for a while, but eventually | came back 
around. 


What was it like to go from a failed 
first Kickstarter to a successful 
second one, and then a partnership 
with a wildly successful publisher 
like Chucklefish? 

ASH: Well honestly, it was probably 
publishers taking interest in us — and 
ultimately Chucklefish's support — that 
convinced us to give it another go. 
Chucklefish said that either they could 
just fund our development, or we 
could try to give Kickstarter another 
shot and they could help us get ready, 
and like, | think we came out of that 
with a little bit of a "chip on our 
shoulder" feeling. Like we could come 
back and impress people, knowing 
that it would look a lot better to be the 
game that failed a Kickstarter, but 
then succeeded the second time 
around, than just the game that failed 
a Kickstarter. And after all the 
feedback from the first Kickstarter, I 
think we knew exactly what needed 
improvement and where we needed to 
go from there. We were able to look at 
what we had and go, "You know what, 
you're right, this does need some 
work." 

Going into the second Kickstarter, | 
think we knew that we finally had 
something pretty good, and I think we 
knew we were going to succeed that 


time around. We were just so much 
more prepared. 

CHRISTIAN: If we couldn't succeed 
after a second Kickstarter with a much 
more clear description and vision for 
the game, I think we'd have to really 
reconsider if we should be the ones 
making the "easy 2D fighter" in the 
first place. That being said, I’m not 
sure if | would say the same thing if we 
launched a campaign today — crowd- 
funding is in a very different state now 
than it was a few years ago! 


What's it like to have such a promi- 
nent place in the Switch's library of 
launch window games? 

ASH: It's really incredible, being one 
of the first indie games to come out on 
a new Nintendo system. Being on a 
Nintendo console is absolutely a 
dream come true! And the Switch is 
honestly, as a piece of hardware, my 
favorite console of all time, and | can 
say that confidently. | love handhelds, 
they're kind of my thing, but to be 
honest, | don't even really go 
anywhere with them because I drive to 
work, so | can't play games оп my 
commute. I just like to play games in 
bed and on the toilet or in the 
bathtub. And I just like having my own 
little screen more than playing on the 
TV. So for me, a big powerful handheld 
is absolutely what | want. | don't need 
it to fit in my pocket. And for Pocket 
Rumble, which was always intended to 
be on handhelds, it's just a perfect fit. 
To have our knockoff Neo Geo Pocket 
Color fighting game be on the first 
console that's a/so a handheld with 
portable local multiplayer is such a 
perfect match that I'm surprised we 
stumbled into it the way we did and 
didn't plan it on purpose. 
CHRISTIAN: Yeah, it's pretty neat! 


What fascinates you the most about 
the fighting genre? 

ASH: | love any kind of one-on-one 
competitive game, but fighting games 
in particular are a really pure expres- 
sion of a lot of the things | love about 
competition. | love the psychology of it 
— of conditioning your opponent and 
playing with their expectations, 
learning more and more information 
from each other over the course of a 
match and adjusting on the fly. It's 
exhilarating to participate in and 
incredible to watch between top-level 
players. Fighting games really bring all 
of those elements of competition 

to the forefront. 

CHRISTIAN: I’m there primarily for 
the scoops — preferably Haagen-Dazs. 


To be successful, a fighting game 
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needs depth, but it also needs to be 
accessible to new players and to have 
a strong sense of style. How did you 
go about balancing all three of these 
priorities with Pocket Rumble? 

ASH: | mean, our mission statement 
from the get-go kind of involved all 
three. We knew we wanted to recreate 
the Neo Geo Pocket Color style from 
the very beginning, which made us 
inherently stand out from the current 
fighting game landscape in terms of 
style and defined a lot of our aesthetic 
choices up front. And our design goal 
was to create something that was as 
accessible as possible while still 
retaining every core mechanic that 
you'd find in something like Super 
Street Fighter II Turbo. So from that 
point it was just kind of a matter of 
treating everything like a puzzle, nar- 
rowing down to the decisions that best 
fit our core design. With each choice 
we made, it helped to define further 
what that core design was, which in 
turn made the next choice more clear. 
And after years of doing it, our phi- 
losophy is specific enough that it has 
sort of started to feel like with each 
decision, we just need to sift through 
the pool of possible ideas and there's 
one right one that's sort of already out 
there in the aether that will be the 
obvious choice as soon as we think of 
it. 

CHRISTIAN: Make everyone super 
powerful, make everyone super cute. 
Everybody wins! 


You mentioned the Neo Geo Pocket 
Color, a sadly underappreciated 
handheld from 1999. What have been 
some of the pros and cons of utilizing 
a style that's so closely associated 
with a classic system? 

ASH: To me it's pretty simple. The 
main pro is that three of the five 
people who bought a Neo Geo Pocket 
Color back in the day will see our 
game and get really excited that we're 
reviving something they're so fond of. 
The main con is that the fourth guy 
will think we're thieves and that SNK 
should sue us, and the fifth guy will be 
really mad that our game isn't an 
absolutely exact remake of SNK vs. 
Capcom: The Match of the Millennium. 
CHRISTIAN: Yup, it's mostly that 
some people think we are too close to 
the source material. We made a strong 
effort to separate ourselves within the 
color palette and resolution restric- 
tions (limbs don't grow in attacks, less 
chibi proportions, etc), but it's a 
delicate balance because you don't 
want to lose the homage entirely. 


Pocket Rumble's original characters 


range from a Latino samurai cowboy 
to a young man with pyrokinetic 
antlers. How did you work to keep all 
your creations varied, while making 
sure that they all felt like they exist 
in the same world? 

ASH: I came into this project so com- 
pletely and utterly inexperienced that 
it feels like an accident that | wound 
up with what I feel are some pretty 
decent and cohesive designs. If | had 
to guess what led to that, it's that 
after some very early sketches | 
actually gave up on the idea of 
drawing things on paper or outside of 
the pixel art format entirely, and 
worked out the designs completely at 
our actual resolution in the actual 
NGPC style. So every character is 
designed entirely to be rendered that 
way, rather than being a more 
detailed design that was shrunk down 
to fit those constraints. 

CHRISTIAN: Visually and mechani- 
cally, we wanted each character to 
feel like they belonged in a fighting 
game we love. The tricky part was 
making sure there was minimal 
overlap between these eight homages. 
| think the cohesion works itself out 
because they all derive from things we 
really like, thus a strong connection 
already exists between all eight to 
some degree! 


Your game also features cameos 
from multiple icons from other "easy 
to learn, hard to master" fighters, 
including Divekick, Nidhogg and 
Lethal League. How did these col- 
laborations happen, and what do you 
think they add to the game? 

ASH: To be completely honest, we just 
figured we needed to sweeten the deal 
to make sure the Kickstarter suc- 
ceeded, so we started contacting 
folks. For me, what they add is that I 
get to make sprites of a bunch of char- 
acters | like from a bunch of great 
games, and we get to show our 
support for each other as a commu- 
nity of developers. On the players' 
end, I think we just want to do every- 
thing we can to pad out single-player 
content since it's normally so sparse in 
a fighting game, and lots of boss fights 
is a fun way to do that. 

CHRISTIAN: Right, we felt it would 
help a lot with our second Kickstarter, 
and | tend to enjoy lots of secrets in 
fighting games — even the rumored 
ones that are 10096 not real. 


Even great fighting games can die 
young if they aren't able to build a 
playerbase large enough to make 
them "relevant." How do you hope to 
keep the competitive scene alive for 
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Pocket Rumble? 

Personally, | just plan to keep 
traveling to whatever tournaments | 
can afford to go to and organizing the 
Pocket Rumble brackets myself, con- 
tributing pot bonuses and things like 
that. ІЛІ be so happy to have the free 
time again to be a bigger part of the 


TEHCHI community, rather than being so busy 


ы 7. 1. hil T- = making a game that | have no time to 
МІН РАТЕ МІН RATE play them, so I'd be going to the tour- 


naments anyway. 

Hopefully GGPO ranked 
multiplayer will keep people around 
for a bit. We also have a DLC character 
locked in to be released at some point 
post-launch! 


Any chance of Pocket Rumble for 
EVO 2017? 

| thought about going to EVO 
this year, but that didn't end up 
actually being one I'm going to go to 一 
but I'll definitely make sure 
someone runs a Pocket Rumble side 
tourney there! 


If you were allowed to make a new 
game in any Nintendo franchise, 
which would you choose and why? 

A Smash spin-off where 
all characters are from really old 
Nintendo games (Jumpman instead of 
Mario). I'd kill the L-cancel input but 
make landing lag as fast as Melee 
L-cancels, then maybe include modern 
characters like Bayonetta but rede- 
signed to be more cohesive with the 
convas T aiiis тал mmn gt 3 retro graphics. Call it Super Smash 

м TTS жәйт JUNE - Rose-Tinted Glasses. 
Т My number one idea for a 
Nintendo game | want to see made is 
an open-world F-Zero racing/RPG/ 
beat-'em-up hybrid directed by 
Toshihiro Nagoshi, like a Yakuza game 
but you're Captain Falcon going 
around Falcon Punching people, and 
then there's also races. 

But if | have to make it myself, then 
what I'd want to do is a Star Fox game. 
— cu ——— I'm so personally inspired, particularly 

че Fa 1 g= by Star Fox 64, and I have so many 
B i m ideas for a game like that. It's a genre 
we really don't get enough of 
anymore, and one that I’m really pas- 
sionate about. I'll go оп the record 
now and promise you that there will 
be a Star Fox ripoff with my name on 
it at some point before I'm dead! 


Finally, if you could have any super 
power, what would it be and why? 
The ability to see the 

future, to be able to steal tech from 
future EVO winners. 

The power to actually hit dead- 
lines and release games on time. Can 
the Flash do that? 
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The Best of Both Worlds 


THE FUTURE 15 һеге. 

It feels weird to be back at this 
point again! We've just gone through 
the four and a half years of the Wii U 
era, trudging through a valley of low 
mainstream recognition and little 
critical praise after coming down off 
the mountaintop that was the Wii age. 
Now, it seems the Switch is sending us 
skyward once again! 

Everything about this device 
delivers on what seemed to be the 
original promise of Wii U's GamePad, 
giving us a gaming experience that 
exists both on our TV and in our 
hands, but no longer tethering those 
wo things together. With the Switch, 
you can play on your big-screen HDTV. 
Or you can play away from your living 
room — as far away as you care to 
ravel. And you can, per the system's 
name, switch seamlessly between 
hose two methods of play instanta- 
neously, as many times as you want! 
That's probably the thing that first 
surprised me when I first started to 
ry out the Switch experience — sliding 
he system's core tablet into and out 
of the Switch Dock is beautifully easy, 
and your gameplay changes over to 
the other screen in no time at all. It 
would have been acceptable for there 
to be some delay. The system would 
have been fine and functional if, say, 
you had to endure a black screen for 
five seconds to switch between modes. 


But you don't! It's fast. It just works. 
The Switch Dock, admittedly, is a 
bit odd. | suppose they wanted you to 
slide the system in like inserting bread 

into a toaster to keep the screen 
hidden, so people weren't confused 
about the fact that the screen on the 
unit itself doesn't work when it's 
docked to a TV? It would be nice to 
have some kind of Switch Dock Pro, 
though, as I’ve found myself being 
anxious and only inserting and 
removing the system incredibly slowly 
after horror stories have made the 
rounds from a few fans about their 
systems' screens getting scratched 
from repeated docking. 

There are plenty of other com- 
plaints from the early adopters 
beyond that, though. (Because that's 
the age we live in now — everyone 
complaining about everything.) But | 
do concur with some of the uproar 
about the Joy-Cons' connectivity 
issues. 

Specifically, some Switch owners 
have reported that the left Joy-Con 
sometimes loses sync with the system. 
They'll be playing Breath of the Wild 
and telling Link to go one way, but 
he'll walk a different direction instead 
— the signal from the Control Stick 
isn't being transmitted to the system 
correctly. And | can't dismiss those 
complaints, because it has happened 
to me a couple of times too. 
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When I say "a couple," | mean 
exactly that — it happened to me twice 
in over 100 hours of questing across 
Hyrule. So it's certainly an issue, but 
not a huge one, to me. 

Anecdotally, | think the physical 
placement of the Switch Dock is key. 
In trying to integrate the new piece of 
hardware into my existing home 
entertainment setup, | first tried to 
tuck the dock around a corner, where 
it was hidden behind a couch. When | 
did that, though, it broke line of sight 
with where | was sitting, and that’s 
when І had Joy-Con trouble. | shuffled 
things around again and brought the 
Switch Dock front-and-center under 
the TV where | could clearly see it, and 
it’s been smooth sailing since. 

Nintendo’s acknowledged the Joy- 
Con issue, and it seems the solution is 
a simple one — future production runs 
of Joy-Con controllers will surely have 
the issue ironed out. 

Beyond the handful of problems 
that have been fanned by the fandom 
into bigger flames than warranted, 
the Switch is a brilliant piece of tech. 
The central tablet is whisper-quiet, in 
my experience, and also doesn't get 
too hot even after hours of playing 
demanding games like Breath of the 
Wild in Handheld Mode. The screen is 
gorgeous, blowing away the 3DS and 
marking the biggest leap in visual 
quality Nintendo's ever had from one 
portable generation to the next. 
(Whether you consider Switch a 3DS 


successor is a separate topic to get 
into, but this 720p display puts that 
product line's 400 x 240 resolution to 
absolute shame.) 
The Joy-Cons slide on and off the 
system with just as much ease as I'd 
hoped, and it's purely gleeful to hear 
the "snap" sound as they click into 
place. The Joy-Con Grip is similarly 
simple to use. Only problematic, for 
me, were the Joy-Con Strap accesso- 
ries — I tried them once, then thought 
may never use them again, as | had a 
ton of trouble removing them once 
they were on. (I only later learned 
you're apparently not supposed to 
push the "release" button while taking 
them off. It’s easier for me now.) 
Finally, I’m impressed by the simple 
OS and its included features, particu- 
larly the Album Mode that pairs with 
the Capture Button on the left Joy-Con 
— Miiverse was great and all, but 
being able to tap a single button to 
grab a screenshot at any moment is 
wonderful. A few of the screenshots 
seen in this issue were snapped by me 
hitting that Capture Button! 
The Nintendo Switch came into the 
market hot, and it's got a few rough 
spots that need to be smoothed out. 
But | love the system so far, and love 
being able to game on the TV and 
away with the same device! - LUCAS 


ТУ MODE 


The majority of my time playing the Nintendo Switch has been with it 
placed into the Switch Dock to run in TV Mode. It’s taken a position 
right next to my Wii U (which will remain hooked up for the foreseeable 
future, as the Switch doesn’t have media apps like Netflix yet). Even as 
a pure gaming machine right now, though, the Switch is getting tons of 
use here, and it’s been a blast having friends over to rally around the 
TV, pass the Joy-Cons around and play some Zelda! 


HANDHELD MODE 


Probably about 20% of my total playtime with the Switch so far has 
been spent with it undocked and on the go in Handheld Mode. Over 
Spring Break, | took it on our family vacation with us and left the dock 
behind on purpose, to have a solid week of using it only as a portable. 
And | dig it! It’s comfortable, it’s certainly not too heavy to hold for 
long stretches of time, and that screen! It’s so wild to have console-tier 
games running so beautifully in my hands! 
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TABLETOP MODE 


And then we've got the third pillar here, Tabletop Mode. | admit that I 
haven't used the Switch in this configuration all that much yet, beyond 
just testing it out a few times here and there. | feel like | probably won't 
use this kickstand setup very often in the future, either, unless some 
games come along that specifically make sense to be played this way. 
Or maybe if they do end up expanding its media offerings to include 
things like Netflix, as it would be nice to set it on a nightstand for that! 


Essentia 


SO YOU'VE DONE it. You scrimped. 
You saved. You stashed enough cash 
to be able to afford a purchase of the 
all-new Nintendo Switch, and, beyond 
that, you actually found one to buy! I 
applaud all of you early adopters for 
your digilence, and | feel a little bad 
for saddling you with another task to 
accomplish: 

You've got to buy a Pro Contro 

It's just a non-negotiable. 

You don't have to right away — the 
Joy-Cons and the Joy-Con Grip holding 
them together are perfectly fine, and I 
played my first 40 or so hours of The 
Legend of Zelda: Breath of the Wild in 
just that way. After that, though, 
switched over to using the Switch Pro 
Controller — and | haven't gone back 
since. 

The Nintendo Switch Pro Controller 
is the single best traditional video 
game controller that Nintendo has 
ever created. It's decades of gamepad 
design distilled into one near-perfect 
form. It's wonderful. 

First, the overall form factor is per- 
fectly designed to maximize comfort. 
The controller disappears into your 
hands, as everything's just the right 
size and shape to melt away in your 
mind. Now, hand size varies, of 
course. I can't speak for the experi- 
ence of anyone whose hands are sig- 
nificantly larger or smaller than my 
own. But, for me, it's just right. 

The A, B, X and Y face buttons are 
larger on the Pro compared to their 
size on the Joy-Con (R), and they're 
wonderful as well. | thought they 
might be a little too big when I first 
saw an image of the Pro. They're not. 
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| Add-On 


On the opposite side of the control- 
ler is a critical difference vs. the Joy- 
Con (L), and that’s the full D-Pad. The 
separated Up, Down, Left and Right 
arrow buttons on the left Joy-Con are 
necessary, because they need to turn 
into A, B, X and Y when that little Con 
is held sideways to become a stand- 
alone controller when playing games 
like Mario Kart 8 Deluxe. Sometimes, 
though, you just need a good old 
normal D-Pad, and games like Ultra 
Street Fighter II will play much better 
thanks to the Pro’s existence. 

Both analog sticks are larger and 
more comfortable when compared to 
the Joy-Cons’ versions too — it took 
some adjustment going from the 
smaller ones to the larger when | 
made my Zelda transition, but | was 
happy when | got past the initial awk- 
wardness of retraining my brain. 

The only hiccup I’ve had in playing 
with the Pro is the placement of the 
central buttons, as I’ve inadvertently 
hit the Capture Button more than once 
when stretching my thumb over to 
reach the Minus Button above it. But if 
a few extra screenshots saved to my 
Switch аге the Pro's only flaws, I'll 
happily accept that. 

Go buy a Pro Controller! - LUCAS 
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Two (ог More) Partygoers Required! 


NOTHING IN LIFE, as Benjamin 
Franklin famously observed, is certain 
— except for death, taxes and 
minigame compilations launching with 
Nintendo consoles. Ever since the 
original DS upended the rules of 
hardware design with its unorthodox 
dual-screen display, Nintendo has 
released every one of its successive 
systems alongside some kind of party 
game that showcases the platform’s 
unique features. 1-2-Switch is the 
latest title fashioned in this tradition, 
offering a collection of activities 
designed to demonstrate the full array 
of the new Joy-Con controllers’ func- 
tions. And while many of the games in 
this package are a riot to play with 
friends, some glaring shortcomings 
make it one of Nintendo’s weaker 
minigame compilations. 

As far as party games go, 1-2- 
Switch falls somewhere between Wii 
Play and WarioWare: Smooth Moves 
on the quirkiness spectrum. The game 
features 28 different (and sometimes 
bizarre) minigames to choose from, 


NINTENDO 


the majority of which are played using 
only the Joy-Cons’ motion controls. 
What sets 1-2-Switch apart from 
Nintendo’s other party games, 
however, is that it can be played 
entirely without looking at the screen. 
Aside from the comically over-the-top 
videos that introduce each of its activi- 
ties, 1-2-Switch has no real on-screen 
visuals to speak of. Rather, the title 
instructs players to look each other in 
the eyes for the duration of each 
minigame, forcing you to rely on audio 
cues and haptic feedback from the 
Joy-Con to determine what to do. It’s 
an inventive approach to party games 
that ties into the console’s biggest 
strength — its portability. Without the 
need for a television, 1-2-Switch can be 
taken and enjoyed almost anywhere, 
making it easier than ever to set up 
impromptu play sessions with friends. 
The minigames themselves run the 
gamut from standard party game fare 
(such as Baseball and Table Tennis, 
both of which are straightforward 
approximations of their respective 
sports) to completely bonkers (like 
Baby, which has you cradling the 
Switch in your arms as though it were 
an infant and rocking it to sleep). Each 
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one showcases a different aspect of 
the console's unique controllers; Ball 
Counting, for instance, uses the Joy- 
Cons' HD Rumble to simulate balls 
rolling around in a wooden box, while 
Eating Contest uses the right Joy-Con's 
IR camera to count how many sand- 
wiches players devour within the time 
limit. There's a surprising amount of 
variety to the minigames considering 
most are played without pressing a 
single button, and while there are a 
few duds in the mix, certain games 
like Samurai Training and Soda Shake 
will quickly become party favorites. 
As fun as many of the games in 1-2- 
Switch can be, however, the collection 
is hampered by its complete lack of 
any single-player options. Unlike, say, 
Wii Sports or Nintendo Land, both of 
which offered ways for players to 
enjoy the game solo, 1-2-Switch cannot 
be played at all without at least one 
other person. This significantly limits 
its replayability, as the entire game 
hinges on having someone around to 
play it with. The Switch's portability 
helps mitigate this somewhat, as you 
can easily bring the console with you 
to a gathering, rather than having to 
set up a get-together at home as you 


had to in the past. Even so, having 
some sort of single-player minigames 
to keep players entertained when they 
can't get friends together would have 
made the package considerably more 
appealing. 

Likewise, while the minigames are 
all easy to pick up and play, none of 
them offer any real substance. Where 
clearing a particular attraction in 
Nintendo Land would open up pro- 
gressively more difficult stages to 
play, none of the activities in 1-2- 
Switch offer any sort of unlockable 
levels or achievements to earn. The 
game does keep track of your high 
scores, but without any other incen- 
tives to revisit each activity, it's easy 
to grow bored of the same selection of 
minigames. 

In the end, whether or not you'll 
enjoy 1-2-Switch will depend entirely 
on how often you'll have someone to 
play it with. While the game offers a 
diverse collection of fun and quirky 
minigames that do a humorous job of 
showcasing the Switch's unique 
features, the lack of any kind of 
single-player options really limits its 
appeal. That exclusive reliance on 
multiplayer means this is one party 
game that, like balloons and other 
party favors, will only be dusted off 
for gatherings and then quickly put 
back into storage. — KEVIN K. 


THE 12 BEST IN 1-2 SWITCH 


While 1-2-Switch may not be Nintendo’s next minigaming masterpiece, the fact that it includes a total of 28 different Joy-Con-handling challenges means that there have 
to be a few true gems in the bunch. We've slashed the 16 least intriguing designs out of the running for individual praise, leaving this "best of" list with one dozen must- 
play minis. You may not run out and buy 1-2-Switch right away, but at some point you should make it a point to grab a copy and challenge your friends to these 12 hits: 


QUICK DRAW 


One of 1-2-Switch’s most prominently advertised 
games, Quick Draw is an old-fashioned showdown 
between players competing to be the fastest gun in 
the room. Each person arms themselves with a Joy- 
Con, and the first to fire wins. Not all that innova- 
tive, but easy to pick up and endlessly entertaining. 


" 
EATING CONTEST 


One of the great American pastimes, Eating Contest 
is also one of the few minigames that requires only 
the right Joy-Con. Players pass it around, using its 
IR camera to count how many sandwiches they can 
mimic eating in the allotted time. You'll feel silly 
doing it, but don't let that spoil your appetite! 


SAMURAI TRAINING 


Focus your mind and sharpen your reflexes like the 
noble Japanese warriors of old! One player swings 
the Joy-Con like a sword, while the other attempts 
to catch it in his hands before being hit in the head. 
It'll take quick reflexes to stop the blade, especially 
since your opponent will be trying to fake you out! 
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TABLE TENNIS 


It’s difficult to imagine playing Table Tennis without 
a ball to follow, but this take on the sport feels 
surprisingly natural. Instead of on-screen visuals, 
players rely on audio cues to know when to swing 
the Joy-Con. It works much better than you might 
expect and is easily one of the best games here! 


MILK 


Milk is the perfect encapsulation of 1-2-Switch — a 
hilarious premise that showcases the Joy-Cons’ 


features. It's also trickier than it looks — you'll need 


to press the Joy-Cons' shoulder buttons in order 


while gesturing to properly squeeze milk out of the 


udders. It might sound gross, but it's a lot of fun. 


BASEBALL 


Baseball is another straightforward take on a tradi- 
tional sport, also without any on-screen visuals to 
follow. One player motions with the Joy-Con to 
pitch, while the other attempts to hit the ball based 
on audio cues. With multiple innings and pitching 
options, this is one of 1-2-Switch's deeper activities. 


FAKE DRAW 


A different spin on Quick Draw. Players still aim to 
be the first to fire their Joy-Con, but this time, the 
game purposely shouts words like "fly" and "fair" 
(instead of "fire") to trick you into drawing early. 
You'd better be sharp, because if you can't control 
your trigger finger, you'll be disqualified! 


SHAVE 


The object in Shave is to run the Joy-Con across 
your face and be the first player to trim your virtual 
beard. Simple enough, but what makes this game 
particularly neat is the Joy-Cons' HD Rumble, which 
does a convincing job of making it feel like you're 
holding an actual electric razor in your hand! 
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SODA 5НАКЕ 


1-2-Switch’s version of the classic game Hot Potato. 
Players take turns shaking the Joy-Con and passing 
it along, hoping not to be the one holding the con- 
troller when the bottle pops. You can tell how close 
the soda is to running over by how much the Joy- 
Con rumbles, so you'd better pass it off quickly! 


BALL COUNTING 


One of the best showcases of the Joy-Cons’ HD 
Rumble. Each player grips a controller and slowly 
tilts it, using the rumble to gauge how many balls 
are rolling around in a box. It may not be as imme- 

diately gratifying as some other minigames, but it’s 
still one you need to experience for yourself. 


SAFE CRACK 


Now, the Nintendo Force does not condone wanton 
burglary ... but Safe Crack is one of the more 
entertaining minigames in 1-2-Switch. Both players 
slowly rotates their Joy-Cons as if they were dials 
on а safe, relying on the controller’s HD Rumble to 
determine when they've found the right numbers. 


BOXING GYM 


Finally, for our money, the best of 1-2-Switch's 
combative games. Each player holds a Joy-Con and 
throws jabs, hooks and uppercuts as the game 
dictates. Points are awarded for the speed and 
accuracy of your punches, so throw the fastest and 
cleanest strikes to be declared the king of the ring! 


Not the Best Blast from the Past 


BOMBERMAN WAS AND still is one 
of my favorite Hudson franchises ever. 
The many addicting battles | had with 
my friends, years ago, still blow me 
away to this very day! Every sequel, 
from the SNES to the DSiWare days, 
evolved the gameplay more and more. 
(The ultimate experience was hooking 
up the Wii, attaching eight controllers 
and having the time of our lives with 
the WiiWare version.) But now, on the 
Switch, it’s time to look to the future. 
Hudson is gone and Konami has taken 
control of their franchises. Their first 
real endeavor is here, with Super 
Bomberman R. Is it the blast from the 
past we deserve? Well, only partially. 
Let’s start with the biggest bomb- 
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shell of the entire package, which is 
the Story Mode. It starts out cute 
enough, with some crazy-looking 
cutscenes. Bomberman and his family 
need to protect the Starry Sky Galaxy 
from certain doom. The evil Professor 
Buggler has reawakened the Dastardly 


Bombers, a bunch of cyborgs that ana- 


tagonized Bomberman in his golden 
days. (The last time we saw them was 
on the Game Boy Advance, all the way 
back in 2001. It’s nice seeing Konami 
digging up this classic character's 
roots.) Next to that, | like the goofy 
voices they've given to each character. 
Where it falls aparts for me is the 
Story Mode's actual execution. You 
see, the game offers about 50 stages 
that you can play with one or two 
players. There's a solid amount of 
content there, but all of it is boring 
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beyond belief! You'll blow up some 
enemies, clear passageways and 
activate switches to clear the levels on 
hand. As the player, you'll feel that 
you're going through the motions 
more than anything. The Story Mode 
follows pretty standard rules and 
nothing new is done to spark renewed 
interest. Previous entries felt more 
creative and poked a lot of fun at this 
aged core Bomberman gameplay, but 
it's all played with a straight face here. 

While the battles against the 
Dastardly Bombers fair slightly better, 
they suffer from too little explanation. 
Figuring out their patterns is just 
annoying, as the game doesn't give 
any clear indication of what you need 
to do. After finishing it, І don't really 
feel the need to return to any levels. 
That was something | loved to do in 
previous iterations, so that's likely my 
biggest disappointment here. 

With Story Mode coming up 
short, all my hope turned toward 
the Battle Mode to carry the ex- 
perience. When it comes to ways 
this mode can be experienced, 
Konami has pulled out all the 
stops. The local options in par- 
ticular are impressive. You can 
play with up to eight people on a 
single console, or with eight players 
spread across four Nintendo Switch 
systems for wireless multiplayer fun. 
There's a sophisticated room system 
that makes linking up a breeze. 

In addition, Super Bomberman 
R also offers online battles. You 
can work your way through the 


League Battles and become the best 
there ever was! You'll be quickly 
thrown into a random room, battle 
against total strangers and score 
points based on your performance. If 
that isn't your cup of tea, you can go 
into the Free Battles option. It's here 
that you can quickly jump into a game 
or create a room with settings of your 
own choosing. While the connection 
remained solid for most of it, | did up 
end up with games that became a 
gigantic lag fest. Your best option is to 
enable only games with good Internet 
connections. There's still a chance that 
poorly connected players will pop up, 
but you'll have a better time overall. 

As far as customizing the gameplay 
of multiplayer battles goes, Super 
Bomberman R is a little standard — 
there are a number of things you can 
turn off and on, but the core remains 
pretty much the same. I'm not full-on 
disappointed, as it does allow for 
games where everyone knows what to 
do right away — you hand them a Joy- 
Con, tell them the actions and you're 
good to go. The magic of the Nintendo 
Switch elevates the game in a positive 
manner. I also can't complain about 
the variety of stages, as they're all 
solid offerings. The gimmicks aren't 
too deep, but they fit the pick-up-and- 
play style the game is going for. 

At the end of the day, Super 
Bomberman R is far from a bad game, 
but it clearly needed more time in the 
oven. The single-player Story Mode 
feels quite half-baked, which seriously 
bums me out. | had a solid time with 
the multiplayer, even if it feels 
a little too standard. 
Anyone searching for 
a pick-up-and-play 
game with friends 
will enjoy it the 
most! - DAAN 


Chase is on the Case! 


THROUGHOUT THE LAST several years, 
no video game franchise has had more con- 
sistently fun co-op experiences than the 
LEGO games. You and a friend (or a sibling, 
or your child, perhaps) have been able to 
team up and bash your way through blocky 
versions of Harry Potter's wizarding world, 
Star Wars' galaxy far, far away and many, 
many more. 

But not LEGO City! When this adventure 
was first released as a Wii U exclusive back 
in that system's earliest days (just a couple 
months after its launch), the tale of Chase 
McCain was playable only by Chase himself, 
controlled only by a lone player. In his 
review of that version in NF's second issue, 
our own David Oxford lamented that lack of 
drop-in/drop-out co-op, since it had been 
established as such a LEGO series staple. 

Well, David, it took four extra years, but 
your wish has finally been granted. This 
new Switch edition of LEGO City Undercover 
includes co-op! You and Nadia can cruise 
the streets of the city together, at last. 

Of course, you may not want to for long. 
While co-op is a welcome addition, it's clear 
that it's been added as an afterthought to a 
game originally meant to be single-player 
only. Player 2 is merely a palette-swapped 
second version of Chase himself rather 
than another unique character, and, worse, 
the game often stutters and struggles to 
keep up with rendering the city when it's 
trying to handle two different players' view- 
points at once. 

That's not the only place where this port 
hits technical trouble, either. In my play 
time I ran into several odd glitches, like 
when a car chase mission began and half of 
my controls just didn't work. | restarted it, 
and everything was fine the second time. 
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A few days later, | went to pick the game 
back up and continue through the story, 
only to be met with a total system crash. I 
had to power the Switch down completely 
and start over. 

So it's clear that this version of the game 
could have benefited from a bit more time 
in testing — Warner Bros. must have wanted 
it out in stores fast to grab Switch's early 
adopters' attention before too many other 
games became available for the system. 
Alas, the product suffered as a result. 

If you can endure through those techni- 
cal troubles, though, the main campaign is 
still solid LEGO fun. As police officer Chase 
McCain, you scour the open-world LEGO 
City looking for the escaped criminal Rex 
Fury. In order to blend in with several dif- 
ferent groups of citizens and access all the 
initially closed-off areas of town, you swap 
Chase between several different costumes, 
each of which grant him new abilities. The 
Robber outfit gives him a crowbar, to crack 
open locked doors. The Miner costume lets 
him break apart rocks with a pickaxe and 
play with dynamite. That core of this adven- 
ture is a lot of fun. 

It’s also nice to see how well the devs 
adapted the old Wii U game to the Switch, 
given its lack of a second screen. You'll 
never miss the GamePad here, even though 
it was so integral back in 2013. 

Overall, a good port of a good game. 
Had it been given more time for extra bug 
testing, it might have been great! - LUCAS 


Isaac Plus Extras 


THE FINAL CHAPTER of the Isaac series has arrived, and what 
a wacky, bare-buns ride it's been. After being rejected by 
Nintendo for the 3DS eShop in 2012, this endlessly replayable, 
M-rated riff on the original Legend of Zelda formula has finally 
made a place for itself on store shelves as a Switch title, sitting 
right next to the latest sequel from the series that inspired it. 

Afterbirth+ is more of an extension than a sequel, using its 
predecessor The Binding of Isaac: Rebirth (reviewed in Issue #17) 
as a base, while adding a detailed bestiary, daily runs with online 
leaderboards, four-player co-op, 200+ new items, 12 new trans- 
formations, three new playable characters, two new final bosses, 
new enemies, standard bosses, areas, room styles and endings, 
some of which are only unlockable in the all-new Greed Mode. 

The main campaign tasks you with diving into a randomized 
series of dungeons, featuring a total of 600+ potential items, 
180+ different enemies, 90+ bosses and 11,000+ room variations. 
Greed Mode differs by focusing less on exploration and more on 
action, tempting you to take on hordes of enemies for cash — the 
more enemies you take down at a time, the more money you 
bring in, allowing you to buy better weapons and equipment 
earlier on. This mode was tailor-made for Isaac veterans who 
want to cut straight to rooms packed with powerful monsters and 
big risk vs. reward decisions. 

Afterbirth+ is also great for new fans. The base difficulty 
seems to have been dialed down ever so slightly from Rebirth, 
giving players a better chance at unlocking the game’s new 
content at a faster pace. But don’t get cocky — the new bosses and 
enemies can be very tough, armed with screen-filling attacks and 
downright dastardly transformations. You better come prepared. 

The asking price of $40 is a little steep compared to Rebirth, 
which is only $15 on Wii U and New 3DS, but there's plenty of 
content here for the price. That’s especially true if you pick up the 
limited edition physical release, which comes with 
a printed instruction booklet and a set of creepy- 
but-adorable stickers! — JONATHAN 
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ASK THE 
FORCE 


WITH THE SWITCH 
SHIFTING NINTENDO 
BACK TO SINGLE- 
SCREEN GAMING, THE 
TWO-SCREEN ERA OF 
THE DS, Wii U AND 3DS 
IS COMING TO AN 
END. SO WERE TWO 
SCREENS BETTER 
THAN ONE AFTER ALL? 
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That's a toughie. Hmm ... 
it really all depends on the 
game. Some games made 
great use of the dual- 
screen setup; others not 
so much. Still, | raise a 
glass in your memory, 
Nintendo DS "book style!" 


THOR 
Yes. Having an extra 
screen solely dedicated to 
maps/items/menus was a 
giant help for RPGs. I 
thoroughly loved having 
two screens! 
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JONATHAN 
Losing the option for two- 
screen gameplay is a big 
deal to me! This better not 
kill our chances of getting 
a sequel to Elite Beat 
Agents... 


REBECCA 

Like Tony mentioned, it 
depends on the game. As 
much as | enjoyed playing 
The World Ends With You 
on DS, | prefer the mobile 

port because it’s much 

less busy. 


BRETT 
Two screens weren’t nec- 
essarily better, but led to 
some of the most innova- 
tive ways to play games 
I’ve experienced. Each 
new DS game felt fresh, 
with so many novel ways 
to use the feature! 


When Three is Better? 


IT’S HARD TO believe that the Story of 
Seasons (a.k.a. Bokujo Monogatari) 
franchise is celebrating its 20th anni- 
versary this year, and what better way 
to mark the milestone than with a new 
entry? Story of Seasons: Trio of Towns 
may be just another retread of the 
same formula we've played since the 
original Harvest Moon on Super 
Nintendo, but that’s probably the main 
reason fans keep flocking back. There's 
nothing earth-shattering or radically 
different about it — it’s just another day 
on the farm. 

Improvements over the original 
Story of Seasons include a new tool 
upgrade system that lets you improve 
performance gradually — and, as an 
added bonus, you don’t have to leave 
your tools overnight! However, crop 
quality levels have gotten a revamp as 
well — their star rating level is now 
affected by up to four separate factors 
that can be improved through fertilizer 
application (including new liquid fertil- 
izer) and selective breeding. Barns and 
coops now come with their own conve- 
niently fenced-off pastures for grazing. 
You'll also be able to build mushroom 
logs, beehives, fish hatcheries and 
paddies directly on your farm instead of 
competing for them. Finally, cooked 
food, as well as the Super Mario Bros. 
collaboration costumes (pictured here), 
provide buffs in everything from fishing 
to making friends, replacing the 
clothing and accessories you needed 
from the previous game. 

Compared to my experiences with 
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previous titles, there seemed to be a 
bigger emphasis on farming than 
socializing this time around. Most of 
your time will be spent fulfilling your 
father's conditions, as well as improving 
the titular trio of towns' reputations, 
leading to more products, services and 
farmland being unlocked. Developing 
relationships with eligible marriage 
partners almost seemed to me like an 
afterthought, given all the time, money 
and materials you'll need to put in to 
even think about getting married — 
even in Seedling Mode! Not to mention 
the required cutscenes you'll need to 
hunt down and experience, and the 
presents you'll need to give... at least 
they drop hints about what they love 
and hate! (There will be additional 
marriage candidates made available 
through DLC, as well as the ability to 
raise a child if you decide to marry the 
fox deity Inari.) 

As for the game's theme gimmick, 


it's known as a "furmiliar," and is a pet 
that can be designated by Inari as your 
special partner, complete with a cute 
pink ribbon. They live in your house and 
bring you gifts, and they act as a guide 
when Dessie's powers turn you into a 
dog. However, this does come at the 
expense of your pet not being able to 
perform their everyday farm duties. 
(Hamtaro, who | mentioned would be a 
pet in Issue #22, unfortunately had to 
be cut due to licensing issues.) 

Also unfortunately, there are some 
text errors here that should have been 
caught before release. Whenever I 
moved between screens on my 
farmland, the pop-up window would 
read "Carrot East Far", and there were 
some instances when lines of dialogue 
were repeated during cutscenes involv- 
ing some residents. 

While | enjoyed my time as a farmer, 
| think Trio of Towns needed something 
more substantial than 
just "furmiliars" to 
make it worthy of 
being the series’ 
20th anniversary 
title. - REBECCA 


Fives Not Better Than One 


MARIO SPORTS SUPERSTARS 


IF EVER THERE were such a thing as 
a video game sample platter, Mario 
Sports Superstars would be it. Like 
going out to dinner and ordering that 
appetizer plate that comes with just a 
few bites of every different option, 
this game gives you only a taste of five 
different Mario sports designs — but 
ultimately leaves you hungry for more. 

Golf, Tennis, Soccer and Baseball 
are all a part of this package, each one 
of them revisiting territory that past 
Mario sports games have previously 
explored. They're joined by one all- 
new fusion of Mushroom Kingdom 
characters and real-world competition 
in Horse Racing, completing the set of 
five different sports on this platter. 

Let's start with one we've known 
and loved for years, shall we? I first 
gravitated to Golf here, as it's been the 
most prolific Mario sport over the 
years, and knowing the same team at 
Camelot who have handled so many of 
Mario's past golf outings also worked 
on this game, | was eager to see how 
they'd expand on their work from 
2014's Mario Golf: World Tour. 

They didn't. This is World Tour's 
gameplay and animations re-used. 
There are some new cutscene celebra- 
tions, I think, but it seems like just 
about everything was brought over 
from that three-year-old outing. 

It's a little disappointing, but then 
World Tour was great, so there wasn't 
any real reason to reinvent the wheel 
here. More upsetting, though, is the 
lack of depth in Superstars' version — 
only a handful of holes are here, with 
barebones single-player options. It's 
almost like a demo of World Tour. 
"Like what you see here? Go buy the 
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full Golf game to go deeper than this!" 

Tennis, Soccer and Baseball are all 
similarly scaled back when compared 
to past games like Mario Tennis Open, 
Super Mario Strikers and Mario Super 
Sluggers. Tennis feels thin here, with 
functional back-and-forth volleying 
and a variety of different shot types, 
as in Open, but there are no bells and 
whistles beyond that. The Soccer and 
Baseball modes are newly developed 
by a team at Bandai Namco (who 
shared dev duty with Camelot to make 
this whole package), and they're 
limited as well. The fact that they 
don't offer much depth feels like more 
of a let-down, though, since there 
aren't any other, more robust 3DS 
takes on those Mario sports to go out 
and buy if you want more. 

So this plate of appetizers isn't all 
that appealing — until you get to the 
star of the set. Horse Racing! Just by 
virtue of it being the one sport of the 
five to have never been adapted into a 
Mario sport before, | was most 
excited for it. 


My excitement was well placed. The 
Horse Racing mode in Mario Sports 
Superstars is unique, interesting and 
certainly the standout here. 

Its mechanics are surprisingly stra- 
tegic. You select both a jockey and a 
horse, each with separate statistics 
(and the visual style of the different 
horses is wonderful). When the race 
begins, you can command your steed 
to dash or leap over obstacles, which 
is standard, but you can also pull off a 
double jump with your character 
leaping up out of the saddle to grab 
floating items placed high above the 
track. | didn't expect that! You also 
have to constantly manage your 
position relative to the other racers, 
as staying in close proximity to their 
horses triggers "the Herd Effect" 
and replenishes your steed's 
stamina. If you try to just 
charge out to the front on 
your own, your horse will 
get tired out! 


The depth of Horse Racing's races 
surprised me, but then it's also the 
one mode to go further beyond its 
core gameplay with the inclusion of 
Stable mode. There, you can take care 
of your own horses, customizing them 
with unique accessories like cute little 
hats, and just bonding with them! 

So Mario Sports Superstars is not 
the ultimate collection of athletic 
adaptations some were hoping for — it 
mostly offers just a taste of each sport 
in the set. Horse Racing rushes in to 
rescue the overall package from pure 

mediocrity, though, and makes 
this a game 3DS owners 
should consider. 

— LUCAS 
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AND SO WE'VE come full circle. 

| feel so thankful to have been born 
when | was. Growing up in the ’80s, | 
was at the perfect age at the perfect 
time to be able to live through the rise 
of the NES and play the very first 
Legend of Zelda when the very first 
Legend of Zelda was the only Zelda 
there was. | was captivated by its 
scope and the freedom of its explora- 
tion — how it didn't hold your hand or 
give you any instruction for where to 
go or when, but just set you down in 
the middle of an open Hyrule and let 
you wander whichever way you 
pleased. 

In the 30 years since I first played 


that first Zelda, I’ve fallen in love with 
the series that it inspired all over 
again with almost every new install- 
ment. At the same time, though, some 
part of me longed for a return to that 
original spirit of wandering explora- 
tion — more and more, modern 
sequels like Twilight Princess and 
Skyward Sword were segmented and 
linear, with every player's experiences 
pretty much mirroring every other's. 
But now we've come full circle. The 
Legend of Zelda: Breath of the Wild, 
after 30 years, is a pure return to the 
origins of the Zelda series. Once again 
there is no in-your-face instruction. 
There is no hand to hold. There is only 


WHEN TWO IS BETTER THAN ONE 


an all-new, open world to explore, and 
you're once more allowed to wander 
whichever way you please. 

| have the benefit of being able to 
write this review over a month after 
the release of the game, and so I’ve 
been able to witness the incredible 
storytelling community it's inspired. 
Because every single player's experi- 
ence with the game is entirely unique, 
every single player has some fascinat- 
ing tale to tell. From first run-ins with 
the menacing new Guardian enemies 
to wacky, off-the-wall solutions people 
came up with to bypass puzzles; from 
ballads of woe recounting hilarious 
failures to boasts of victory retelling 
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fabulous successes, you can enter into 
conversation with anyone else who's 
put even a few hours' worth of time 
into the game and spend hours more 
listening and being delighted by other 
fans' adventures. 

Of course, it's going to be rare that 
you'll run into anyone who's only put a 
few hours in. Breath of the Wild is so 
vast, so enormous that it's entirely 
common for players to invest over 100 
hours into it. 150? Even 200? Not out 
of the ordinary in the least, as that's 
just how much there is to see and do 
in this new land. 

| first took off running to the North. 
You have to complete a few tasks on 
the central Great Plateau first, so the 
first couple of hours for each player 
are similar in that regard — but once 
you've earned the gift of the Old Man's 
Paraglider, the entire world is opened 
up to you. | leapt off the Plateau to the 
North, dashing head-on toward Hyrule 
Castle, as I'd heard in interviews with 
the developers that you could go 
straight to the final boss fight from 
the beginning if you really wanted to. 
So, I tried it! And, I made it there! I got 
totally destroyed in the fight that 
ensued because my Link had almost 
no equipment whatsoever, but I love 
that | had the option to do that. No 
barriers to progress. Nothing walled 
off. 

With the final boss available to you 
to challenge at any time, much of the 
game world exists for you to explore 
and find ways to power Link up. There 
are 120 different Shrines to find scat- 
tered everywhere around the map, 
and entering them and completing the 
puzzle or combat challenge found 
inside earns you a Spirit Orb. The Orbs 
can then be exchanged for new Heart 
Containers or Stamina Vessels when 
you gather enough of them, expanding 
Link's ability to endure in battle or his 
ability to further explore Hyrule. 


| loved the mini-dungeon feel of the 
puzzle-focused Shrines, and also how 
intimidated | was by the combat chal- 
lenges early on, forcing me to retreat 
from them and only come back days 
later after I'd gained more skill and 
better equipment. 

The whole equipment system, by 
the way, is a huge break from Zelda 
series tradition. Unlike the one or two 
swords Link would wield in past titles, 
here there are dozens. Hundreds. Not 
just swords, either, but spears and 
clubs and boomerangs. And spoons! 
And mops! It’s totally nuts how many 
different "weapons" there are, when 
even common household items can be 
found and used to bash Bokoblins. 

And the Bokoblins! Never before 
have Zelda games starred such comi- 
cally animated, intelligent enemies. 
Well, OK, the Bokoblins aren’t exactly 
intelligent lore-wise, but the way they 
behave and react to changing circum- 
stances in battle is spectacular. All of 
the other foes you fight exhibit the 
same kind of reactive thinking, from 
Moblins that will pick up and throw 
smaller enemies at you when they 
don’t have any other weapon handy to 
the towering Hinoxes who'll just rip an 
entire tree out of the ground to swing 
at you like a cudgel. 

And then there are the Guardians 
— this sequel’s new iconic foe, 
said to have been inspired by 
the first Zelda’s roaming 


Octoroks. They are brilliant. The 
Guardians are so fearsomely intimi- 
dating when you first encounter them, 
and their piercing blue lasers are sure 
to be the reason you'll see several 
Game Over screens in the early going. 
But even more brilliant is how they 
become a ruler against which to 
measure your progress and growth in 
skill. You reach a point when you're 
actually able to kill one for the first 
time, and you feel like a true 
champion! Then, by the late game, you 
hold your head high and wade straight 
into entire swarming groups of them, 
taking them out left and right and 
farming them for parts, and you feel 
entirely unstoppable. The sense of 
accomplishment is masterful. 

The thing that really fuels the sense 
of dread that washes over you when a 
Guardian comes around is their theme 
song, which just shoots fear through 
your bones in seconds flat. Breath of 
the Wild is restrained with its music, 
as much of Hyrule is only accompa- 
nied by the ambient sounds of nature. 
But that lends each moment when a 
piece of the sensational soundtrack 
does begin to play a special feeling of 
weight and importance. There are 
truly, truly epic moments punctuating 
the 100+ hours you'll spend here 
that use songs you'll only hear that 
one time, and then they're 
gone. That rocks. 


REVIEWS 


How else сап I sing this game's 
praises? Its dungeons are inventive, 
with an interactive component to their 
physical design that the series has 
never featured before. There are only 
four of them, unfortunately, which 
certainly left me wanting more. 

The game's cast of characters is 
incredible, complete with full voice 
acting for the first time ever in a Zelda 
game. (Well, almost full. Link remains 
his normal, silent, stoic self, which is a 
little odd in a few cutscenes with other 
chatty characters.) | won't get into any 
story spoilers here for the benefit of 
anyone who hasn't yet started their 
quest, but I will say | was impressed by 
Breath of the Wild's version of Zelda in 
particular. There have been so many 
past takes on this same character, but 
the creative team here found an all- 
new personality and story arc for this 
version of the princess, and it was 
wonderful to watch it play out. 

The Zelda series' traditional way of 
giving Link new items over time was 
thrown out the window here, and | feel 


that was the right call for an open 
world like this. In old Zeldas, the 
formula was to find a dungeon, go in, 
discover a new item in a treasure 
chest somewhere in there, use that 
item to beat the boss and then take it 
out into the world to use it to open up 
some walled-off area. As in, you'd walk 
around the overworld and find some 
uncrossable chasm, so you'd have to 
go find the Hookshot dungeon and 
beat it, then come back and Hookshot 
your way across to the other side. 
Here, though, all the core abilities 
Link needs are granted to him in the 
first hours, on the Great Plateau. The 
Stasis Rune that stops time, Cryonis 
Rune that creates pillars of water and 
Magnesis Rune that lets you freely 
move around metallic objects form the 
core of this new Link's new skillset, 
complete with a reimagined take on 
the good old Bombs. All together, the 
Runes and the Sheikah Slate combine 
to create the perfect set of toys to just 
go out and play around with in the 
wild. It'S been hilarious to see how 
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I wish the rain would stop. 


players have "broken" the game, 
coming up with ridiculous flying 
machines that exploit the Magnesis 
physics or engineering elaborate ways 
to skip Shrine puzzles with double 
jumps and explosions. | wouldn't be 
surprised if players keep coming up 
with silly new tricks for years to come. 

Since its release, Breath of the Wild 
has managed to earn more perfect 
review scores than any other game 
Nintendo's ever made. It'll earn one 
more from me here, as it, to me, is a 
true masterpiece that deserves 
nothing less than the highest honor 
possible. But no game is ever actually 
perfect, of course, and there are a few 
complaints fans have levied against it 
that are perfectly valid. 

For one, many have lamented how 
frequently it rains in this Hyrule. Rain 
slicks up mountainsides and makes it 
difficult to freely climb them, which is 
one of the biggest joys in the game — 
it's hard to wait around for a storm to 
pass by when you just want to get up 
to a peak and leap off again! 


y 


Some have also taken issue with 
the fact that weapons break — they 
only last for a little while before they 
shatter. This wasn’t a problem for me, 
though. It encourages experimenta- 
tion, forcing you to use different gear 
like spears and clubs (and spoons!) 
when in any other Zelda you'd just 
slash away with the same old sword 
strikes to fell any foe. So І һауе no 
complaint there, whatsoever. 

In the days leading up to the launch 
of the Switch and the public release of 
Breath of the Wild, | was privileged to 
be able to play the game early and 
participate in a GameXplain video dis- 
cussion, sharing my impressions. I'll 
end this review with the same final 
thoughts | offered there, as I’m even 
more convinced of them now than I 
was then: 

| want everyone reading this to just 
take a deep breath. 

Breathe in slowly. 

Exhale. 

| want everyone to just take a 
moment, and allow yourself to make a 
memory that will last a lifetime. 
Because The Legend of Zelda: Breath 
of the Wild is one of those rare games. 
It's an Ocarina of Time-level game. It is 
a Super Mario Galaxy-level game. This 
is a game that we're going to be 
talking about for decades to come. It's 
going to be a reference point for video 
game fans' discussions, 10, 20, 30 
years from now. So you're going to 
want to remember where you were, 
what you were doing in your life, when 
you got to play Breath of the Wild for 
the first time. 

It is that good. — LUCAS 


ЕХРАМӘТОМ FASS БОМ March 3rd) 2017, 


* 3 new Treasure Chests 
- Found іп the Great Plateau 
- Contains useful items 
- Includes exclusive in-game clothing 


DUC PACK 1 summer 2017; 


* Adds new Cave of Trials challenge 
* New Hard Mode 
* Additional Map Feature 


Di K Z Holiday 2017; 


* New original story 
* New dungeon 
* Additional challenges 


THEADVENTURE EXPANDS 


So The Legend of Zelda: Breath of the Wild is an incredible (and incred- 
ibly lengthy) adventure as it is, with well over 100 hours of playable 
content available for you to experience right off the bat. But Nintendo 
isn't done yet! The development team is still hard at work right now 
producing even more content for the game, set to be released later this 
year as DLC for those who choose to spend $20 and purchase the 
Breath of the Wild "Expansion Pass." 

The Expansion Pass adds new content in three phases. The first 
phase coincided with the game's launch date, March 3, and was really 
just a simple Day 1 thank-you for early adopters: If you bought the DLC 
already, you can find three extra treasure chests on the Great Plateau, 
one of which contains a special Nintendo Switch logo shirt for Link! 

The second phase will go live sometime this Summer, and when it 
does, a new Hard Mode will become available for the game, in addition 
to a new map feature and a new Cave of Trials. Nintendo hasn't offered 
any more info than those brief descriptions yet, leaving us to guess as 
to what some of this could be. The Cave of Trials seems straightforward 
enough, as we've seen the Cave of Ordeals in Twilight Princess — so 
perhaps it's a string of combat scenarios like that? Or maybe a bunch 
of new Shrine puzzles strung together? Hard Mode could take many 
forms, from powering up enemies to powering down Link. And the new 
map feature could maybe help us track down those 900 Koroks? 

The final DLC phase won't come around until the end of this year, 
and it seems like it'll be the most robust, including a "new original 
story," a new dungeon and "additional challenges." Will the new story 
take place after Breath of the Wild's credits, or could we maybe get a 
playable bit of the "100 years in the past" piece of the timeline? Will 
the new dungeon be the same kind of experience as the core game's 
four, or a more old-school Zelda dungeon? So many questions! 
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SECOND OPINIONS 
THE LEGEND OF ZELDA: BREATH OF THE WILD 


WHAT ADVENTURE WOULD you like to go on today? Find some treasure? 
Discover a village? Save some folks? Kill some beasts? Each time my Switch turns 
on, | get to ask this question. In previous Zelda games | knew exactly what | was 
going to do and how to do it. Now, І just go get lost and find wonderment. 

There’s something so natural about an open-world Zelda game. While most of 
the series has allowed you to choose where to go, past games were still mostly 
event-based and generally linear. While this world has a clear goal and quests 
that define it, there is so much to do that finishing the game seems like a detri- 
ment to itself. Normally a Zelda game would have parts of the map blocked off 
until a dungeon item was retrieved, like a hammer or glove. In Breath of the 
Wild, you're given all the tools to get just about everywhere іп the game after 
the first hour or so of gameplay, so everything after that is exploration. This 
game breaks so many of the molds Zelda has established in its 30-уеаг history, 
but the game is still distinctly Zelda! 

Speaking of breaking, the weapon system can be annoying at times, but the 
diversity of weapons in the game is brilliant. It's just tough to watch that cool 
new sword break at the hands of some low-level baddie! The ethereal nature of 
the game is its best aspect. Every player will have unique stories about their 
romp through Hyrule, like me buying flame armor while on fire in Gerudo Town, 
or when my son took on his first Hinox with only four hearts and survived! I 
guess I didn't realize how much a breath of wild air this series needed. It wasn't 
yet stale, but Zelda is amazing again! — BRETT 


FREEDOM & DELIGHT 


AS OF THIS writing, | have not yet finished Breath of the Wild, and I'm pretty 
sure that by the time this issue goes to print, that statement will remain unchal- 
lenged. 

Trying to put into words my thoughts on this latest entry in this iconic series, 
one comes to mind: delight. For the last two decades, many have held Ocarina of 
Time as the benchmark for the series — a 3D evolution of what came from A Link 
to the Past. And while I’ve enjoyed some of the games to come from that style, 
I've long yearned for something more: freedom. 

| feel Breath of the Wild offers what I’ve been yearning for; what Ocarina is to 
A Link to the Past, | feel this game is to the original Legend of Zelda on the NES. 
An aspect of that game I’ve always valued and which helped set it apart from so 
many others has been the ability to craft your own journey, and once more, that 
has become key to an entry in the series. 

While | thoroughly enjoyed the exploration of the world found іп Xenoblade 
Chronicles X, its combat gameplay was the one area where I felt unsatisfied; this 
is where Breath of the Wild helps bring things together and hits the sweet spot 
for me (it's just a shame that Link doesn't have a giant mech suit to challenge 
Ganon in). 

Is this latest entry perfect? Heavens no - there are plenty of things which 
may or may not bother each person who plays it, and for many, they amount to 
minor issues. Nonetheless, І feel like it's a solid and strong foundation for the 
future, and | can't wait to see how Nintendo builds upon it. — DAVID 
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INSPIRING INVENTIVENESS 


NINTENDO WASN'T JOKING when they described The Legend of Zelda: 
Breath of the Wild as an "open-air" adventure. It's like we've finally been let out 
of the museum! No longer do we have to tolerate a pesky pal escorting us to and 
from each exhibit — here’s the water dungeon, now the fire temple, etc. Instead, 
the newest game in the storied series sets us loose in a wonderful world, full of 
puzzles, people and picturesque vistas. 

In fact, there's so much freedom that | still haven't dived into a single 
dungeon yet, even with more than 30 hours logged exploring Hyrule. My Link 
keeps getting distracted by a new mountain to climb, or a mysterious rock for- 
mation to investigate, or a glowing shrine on the horizon. It’s captivating. 

But there's more than spellbinding scale to Breath of the Wild. There's 
danger. Early on, Bokoblins can beat Link down with a single hit. After that, 
towering Moblins and grueling Guardians await. They're tough, no doubt, but the 
game offers so many creative combat options — for instance, I'm probably overly 
fond of firing bombs at baddies from the perimeter. But hey, why risk hurting 
Link's pretty face in standard sword encounters when І can do so much damage 
from a distance? 

This ability for Breath of the Wild to inspire inventiveness takes the game to a 
whole new level. We now have our own legends to tell and share. Your Link is 
truly unique from my Link (who's sporting a striking orange hood at the 
moment). While we may all arrive at the same destination ultimately — taking on 
Ganon - our journeys there are more unique than ever. — EVAN 


ONE LAST Wii U ADVENTURE 


IN MY HOUSEHOLD the version of Breath of the Wild we chose was the Wii U 
version — mainly because we couldn't find a Switch! Playing Breath of the Wild 
has been very much a family affair: My daughter, both of my sons and | are all 
currently playing it, and the most interesting thing about this is that we are each 
making the same progress, but accomplishing that progress in wildly different 
ways. This is easily my favorite aspect of this game — the absolute freedom to 
experiment and achieve victories with no singular right or wrong way to go 
about it. Admittedly, I'm not too far into the actual storyline, but this is because 
of the giant amount of fun I'm having just exploring! It's so freeing to see a tower 
in the far distance and then actually be able to make it to that point on the map 
without needing a certain implement to make it there. Many people have com- 
mented that this level of freedom hasn't been seen since the first Legend of 
Zelda, and that is completely true. Almost from the start the game simply goes, 
"Here's a stick and a mushroom - go crazy, kid!" 

Now, the differences between the Wii U and Switch versions are actually quite 
minimal. Probably the most noticeable aspect is the slowdown. There are times 
when there's a lot of activity on-screen and slowdown becomes prevalent: com- 
binations of multiple enemies, weather conditions and furious action seem to 
make this occur. Other than that, there's a slight bit of pop-in as you get closer 
to objects and enemies in the distance. Even with these small issues, you can't 
go wrong with this version of the game: It offers the same exciting experience 
that you shouldn't miss. Breath of the Wild was easily worth the wait! - THOR 
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WOLF LINK, THE LOYAL SIDEKICK 


COULD THIS BE it? Could this finally be the 
one, true, inarguably best amiibo functionality 
ever? | may just be prepared to make that 
claim, as, to my memory, no other bit of 
figure-tapping in the two-and-a-half year 
history of the amiibo brand comes to mind as 
offering a deeper, more exciting extra bonus. 

The Wolf Link amiibo figure was first made 
to accompany the HD re-release of The Legend 
of Zelda: Twilight Princess on Wii U last year. In 
that game, it served as a slightly quicker way to 
save and reload your game progress, so you 
could jump back into the adventure a bit faster 
after taking a break. A fine usage, but certainly 
nothing mind-blowing. 

Nintendo used the Wolf Link amiibo as a bit 
of bait for Zelda fans twiddling their thumbs 
and counting the days until Breath of the Wild 
would finally be released, though — because 
they announced its real functionality would be 
to summon Wolf Link as an A.I.-controlled 


sidekick in the all-new adventure! More fans 
surely bought TPHD as a result, then fought 
through to its Cave of Shadows in order to add 
more hearts to Wolf Link's health — the number 
of hearts you have remaining on clearing that 
optional dungeon in Twilight Princess become 
the number of hearts he has available when 
summoned into Breath of the Wild. 

And having him join you in the vast new 
Hyrule is a pure joy! He runs right alongside the 
new Link, leaping into combat with reckless 
abandon. Sometimes a bit too reckless, in fact 
— in my experience, he's a bit of a disobedient 
dog, sometimes charging into a fray regardless 
of whether I told him not to ahead of time. Is 
that poor programming, or just a good reflec- 
tion of his character, being unwilling to stand 
idly by? You be the judge. 

If you didn't get one with TPHD last year, the 
Wolf Link amiibo's now sold separately. | rec- 
ommend it! No other amiibo beats it! — LUCAS 
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Disney Infinity 3.0: Rise 
Against the Empire 

Disney Infinity 3.0: Star 
Wars: The Force Awakens 

Disney Infinity 3.0: Toy Box 
Speedway 

Disney Infinity 3.0: Toy Box 
Takeover 

Disney Infinity 3.0: Twilight 
of the Republic 

Legend of Kay Anniversary 

LEGO Dimensions 

LEGO Jurassic World 

LEGO Marvel’s Avengers 

LEGO Star Wars: The Force 
Awakens 

Mario & Sonic at the Rio 
2016 Olympic Games 

Mario Tennis: Ultra Smash 

Mighty No. 9 

Paper Mario: Color Splash 

Роккеп Tournament 

Rodea the Sky Soldier 

Shantae: Half-Genie Hero 

Skylanders Imaginators 

Skylanders SuperChargers 

Splatoon 

Star Fox Guard 

Star Fox Zero 

Super Mario Maker 

The Legend of Zelda: 
Twilight Princess HD 

The Peanuts Movie: 
Snoopy’s Grand 
Adventure 

Tokyo Mirage Sessions #FE 

Xenoblade Chronicles Х 

Yoshi's Woolly World 


SCORE 
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6.0 
8.0 
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8.0 
8.5 
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9.0 


9.0 
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9.0 
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COMMUNITY 


RETRONAUTS 


While most of Nintendo's fans 
fixate on the future, this team 
is doubling down on lookin 


back to the past. We had a chat! 


IF YOU'VE BEEN a Nintendo fan for longer than, 
Say, a week, you're probably already familiar with 
the work of the singular Jeremy Parish. He's served 
the greater fandom for years, contributing wit and 
wisdom in analyzing the modern state of the video 
game industry — but now he's taken the bold step 
of turning his attention entirely to yesteryear. He's 
kindly given of his sparse amount of free time to 
offer us this interview, so read on and learn all 
about the adventures of the Retronauts! 


МЕ: First up, for those who don't yet know you, 
could you introduce yourself to our readers? 

I'm the co-host of the Retronauts podcast 
(along with Bob Mackey). I’ve been in the games 
press — officially, anyway — since 2003 and have 
worked at 1UP.com, USgamer.net and IGN. I've 
recently stepped away from the mainstream press 
to focus on more historical work, e.g. Retronauts, 
as that's where my interest has always been stron- 
gest. The kind of work I'm doing with Retronauts 
isn't really viable for a large site like USgamer, but 
as a smaller standalone venture built on direct 
engagement with the niche audience that shares 
my interests, it seems (hopefully) like something 
that can endure for a while. 


To me, it feels like Retronauts has been around 
forever. Could you tell us what its original vision 
was? And when and how it actually got its start? 
The show got its start in 2006 as one of several 
podcasts launched as part of the 1UP Network at 
Ziff Davis. Basically, a few people (Jane Pinckard 
and Garnett Lee) took an interest in podcasting and 
launched a weekly 1UP news program, at which 
point all the ZD magazines like Electronic Gaming 
Monthly and Computer Gaming World got involved 
with their own shows as well. There was no real 
demand for a classic gaming show, but it was pretty 
much anything-goes at the time, so no one said 
"you can’t" to the idea. | pulled the name 
Retronauts from a series of posts I'd been running 
on my personal blog, braced myself for the show to 
die of disinterest after a handful of episodes, and 
somehow have turned it into my full-time vocation 
a decade later. 


The "modern" era of Retronauts seems to date 
back to 2013, when you ran a successful 
Kickstarter that aimed to revive the series. How 
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have things been reinvigorated and redirected 
since then? 

Retronauts went through a pretty rough period 
after Ziff Davis laid off two-thirds of its games 
writers in 2009 and | suddenly lost access to that 
incredible lineup of talent and knowledge. If Bob 
hadn't kept things going, the show definitely would 
have been abandoned and forgotten. So the two of 
us tag-team the show — though you'll hear my 
voice more frequently simply because it's a full- 
time concern for me now, whereas Bob has a 
respectable full-time job to worry about. 

As for how the show is different now — well, it 
involves a lot more effort than it used to. In the old 
days, it was pretty much just me grabbing some 
coworkers and dragging them into the studio for an 
hour. Now, we have to line up guests in advance, 
and I have to fly out to the West Coast for in-person 
recordings. The costs involved in this have been 
covered by our listeners through crowdfunding, 
and that direct connection creates a sense of obli- 
gation for us... not like, "Oh, what a burden," but 
rather a keen awareness that our supporters 
deserve our best effort. I've definitely been a lot 
happier with the show over the past couple of 
years, and I get the impression that listeners are, 
too. 


Now, I’ve been following your work for years, but 
І want to give anyone who isn't already a fan a 
sense of the scope and scale of all the many dif- 
ferent projects that exist under the Retronauts/ 


Jeremy Parish umbrella. Of primary interest to 
our readers of this print magazine may be your 
many printed works, so could you give us a 
rundown of those? 

There's a lot going on in the background that I can't 
really talk about with the books, but for the 
moment you can find the books I’ve been producing 
at Amazon. Basically, they're the print adaptations 
of the video projects I've been working on, a combi- 
nation of print retrospectives on game libraries 
(NES and Game Boy) and comprehensive photogra- 
phy. I know there have been several coffee table 
books over the past few years that focus on various 
facets of the NES and other classic systems, but I 
feel the game-by-game retrospectives and histories 
I’ve been putting together stand apart from other 
books by really digging into the circumstances of 
their development and showing off their packaging. 
| feel confident in saying no one else in the world is 
going to give you such a comprehensive look at 
Game Boy obscurities like "Card Game" or "Flipull." 


Next up, you've got a retrospective-packed 
YouTube channel that's home to several different 
series looking back across the history of 
Nintendo. Could you introduce those to everyone 
as well? 

Yeah, this is my quixotic passion project. My 
primary video project is Game Boy World, which is 
basically Chrontendo but for Game Boy, and with 
entire episodes dedicated to individual games 
(rather than existing as a series of roundups). We'll 


see how long that structure survives — once we get 
into the endless churn of Japanese educational, 
pachinko and horse racing games, | may rethink my 
strategy. But the idea is simple: to travel through 
the Game Boy library, title by title, in the order in 
which each game was originally released in any ter- 
ritory. | love handheld gaming, and unearthing the 
format's first proper outing from the beginning has 
been a great experience . . . despite the glut of 
utterly forgettable material on Game Boy. 

My secondary project is Good Nintentions, which 
has an admittedly terrible name. It's sort of the 
same thing, but it's focused strictly on the U.S. NES 
library — the idea being to create a complementary 
project to Chrontendo, which covers things more 
from the global/Japanese perspective. By sticking 
strictly to the U.S. market and occasionally con- 
trasting American releases to contemporaneous 
Japanese releases, Good Nintentions is meant to 
trace back the American NES experience. I followed 
the NES more or less from the beginning, so for me 
this is a chance to relive some nostalgia and fill in 
gaps for things I overlooked or never knew about. 

I've also posted а few Super NES retrospective 
videos, and have acquired a ton of game material 
for Lynx, Game Gear and Nintendo 64, but there's 
only so much time in the day. I think if | were to 
expand into a new platform, I'd prefer to tackle one 
no one would ever expect. 

One thing | do pride myself on with these videos 
is the attention I give to fidelity. Shortly after I 
launched Game Boy World, a couple of generous 
people helped me upgrade my video capture capa- 
bilities ... which led me on a painfully expensive 
quest to create the highest-quality authentic retro 
game footage possible. | capture NES, SNES, Game 
Boy and other footage through original hardware 
(or the excellent Analogue Nt Mini in the case of 
NES) via analog RGB video, upscaled to НО... 50 
instead of getting approximated emulator footage, 
you're getting the real thing, presented in the best 
clarity that's realistically possible. It's not strictly 
necessary by any means, but it makes a difference 
— seeing this 8-bit footage in 720p and 60fps really 
goes a long way toward making these videos feel 
legitimate. 


Episode 73: 
pisode Super Nintendo 


HOT OFF THE PRESSES 


While our mission statement in founding the Nintendo Force and publishing NF Magazine was to 
continue the legacy of Nintendo video game coverage in the print magazine format, Jeremy had 
already produced several printed books and quarterly journals before we got our start four years 
ago... апа he's done even more since! A quick search for "Jeremy Parish" on Amazon.com 
will direct you to his currently available wares (as well as a few out-of-print products resellers 


have on hand). Most prominent right now are the printed versions of his ongoing video retro- 
spectives, Game Boy World and Good Nintentions. While the videos (YouTube.com/Toastyfrog) 
tackle one vintage game at a time, the books compile entire years' worth of titles together into 
page-flippable fare. Grab these versions now, as Jeremy's rebranding them with new names soon! 


Finally, the heart of Retronauts continues to be 
the core podcast series itself. What can we expect 
from it in, say, the next year ahead? 

We've settled into a pretty regular routine for the 
show now, so | would say, "More of the same." Two 
episodes per month featuring both me and Bob and 
our regular West Coast guests, one episode focused 
on music, and one recorded with people І know on 
the East Coast. Plus a couple of "Micro" episodes, 
the format and purpose of which vary from episode 
to episode. The biggest change would likely consist 
of — hopefully — Bob being able to become more 
involved to host even more episodes. More of his 
particular supplementary interests. We need his 
deep knowledge of '90s cartoons to complement 
my running obsession with progressive rock. 


How about looking further into the future than 
that? As the years go by, does the definition of 
"retro" change, in your view? Do you envision a 
time decades down the road when you're looking 
back on Nintendo Switch games as "retro" titles? 
If I'm still doing this when Switch is retro, then God 
bless. 

We draw a loose demarcation for "retro" at 10 
years ago. Some people were pretty angry that we 
had an episode focused on Nintendo Wii, but that 
system is a decade old now. It's two generations 


ago. It's a standard-definition console. It's retro, 
sorry! Believe me, | don't feel good about it, either. 
І covered the Wii launch — Zelda and Virtual 
Console — professionally. How do you think it 
makes me feel to learn that's officially old? 


How can Retronauts fans support your work, 
going forward? There are two different Patreon 
pages fueling these projects, correct? 
Yes, one Patreon campaign centers on the audio 
podcast ( )and the other 
funds the video projects ( 

). It all ends up in the same company 
bank account, but the balance of income deter- 
mines how to focus our time and energy. 


Lastly, if you could take any classic Nintendo 
game or series and bring it back into the spotlight 
today, whether by re-release, remake or sequel, 
which would you pick, and why? I'm going to go 
out on a limb and guess you wouldn't choose 
Urban Champion... 

Metroid has a special place in my heart and is very 
much in need of a revisiting — on the other hand, | 
have some pretty radical ideas for what I'd want to 
see in a new Metroid, and anything they'd come up 
with seems likely to be something of a disappoint- 
ment. So . . . let's say Barker Bill's Trick Shooting. 2% 
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BLASTING BEYOND Two DIMENSIONS 
Mega Man 2.5D adds new depth to the Blue Bomber’s battles. 


BACK IN ISSUE #10, | discussed 
nine sweet-looking Mega Man fan 
games, some of which were still in 
development. One of the lot — Peter 
Sjostrand and Edgar Cebolledo's 
Mega Man 2.5D — just pew-pewed its 
way to completion in January. 

So, does it rock, man? 

Mega Man 2.5D is a "greatest hits" 
compilation of sorts, pulling bosses 
from Mega Man 2, 3, 4, 5 and 9, plus 
an 8-bit version of Time Man from 
2006's Mega Man Powered Up. 2.5D's 
main hook is its graphical style, 
which adds literal depth to the iconic 
NES pixel art. 

There are essentially two games 
here: a single-player adventure and 


a co-op quest, each with unique level 
layouts. Single-player follows the 
standard Mega Man template of 
robot busting peppered with plat- 
forming. The levels — remixes of pre- 
existing series locales and enemies, 
plus the occasional new miniboss — 
manage to feel fresh despite their 
familiar trimmings. A solid, if not 
necessarily spectacular, campaign. 
Controls aren't quite up to the 
series' tight pedigree. Commands are 
muddled by input delay, jumps are 
too weighty and blaster shots are too 
slow. While newcomers may require 
time to grasp the sluggishness, Mega 
Man vets will suffer greater pains as 
they battle against muscle memory. 
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Sadly, the 3D effect is little more 
than window dressing, only calling 
attention to itself in a few spots as 
you walk around a corner onto a per- 
pendicular axis. Then there are the 
forced camera angles that often 
make it impossible to tell if there are 
ethal hazards above or below, 
adding needless frustration to an 
already difficult game. 

Co-op is easily the more compel- 
ing offering. As Mega Man and Proto 
Man, two players team up locally (or 
online, with a future update) to 
tackle obstacles tailored for joint 
play. Standing on your pal's shoul- 
ders to slide into elevated tunnels, 
opening gates by simultaneously 
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shooting separate switches, riding 
giant snakes straight out of 
Battletoads — this is uncharted terri- 
tory for the Mega masses! 

Controls may be as funky as in 
single-player, but at least the camera 
redeems itself. The view will dynami- 
cally zoom to keep both players on- 
screen. The further back the camera 
is pulled, the more of a map you'll be 
able to see, granting opportunity to 
prep for oncoming obstacles - or to 
bask in the awe-inspiring scope of 
the level design. The major hitch is 
that when one player dies, both 
return to the last checkpoint. | would 
have preferred to respawn next to 
my partner as in New Super Mario 
Bros. Wii, but hey, that's Mega Man! 

Beyond that is a versus mode with 
arenas inspired by eight additional 
Robot Masters. You can go achieve- 
ment hunting, which unlocks 
bonuses such as new playable char- 
acters for all modes - including Dr. 
Light himself! And by collecting 
hidden letters, you can access a 
secret boss that's sure to tickle Mega 
Man trivia junkies. 

As a solo journey, Mega Man 2.5D 
is alright. With a partner, it's a 
delightful twist on tradition. As a 
whole, it's another solid fan work 
that explores a well-worn franchise's 
untapped potential. — TONY 


COMMUNITY 


THE Quest ENDS WITH Success 


After waiting an entire month, CND did indeed get the first Switch! 


HE DID IT! He actually did it. 

In our last issue’s Community 
section, | wrote about a young man 
named Alex Pekala who'd decided to 
wait for an entire month outside the 
Nintendo NY store, in order to be the 
first in line to buy the new Nintendo 
Switch on March 3. His plan was to 


chronicle the entire experience ina 
series of vlogs posted to his YouTube 
channel, where he’s known as CND — 
a.k.a. CaptainNintendoDude. And 
while at the very beginning it looked 
like it'd be nothing but 30 days’ 
worth of footage of a guy sitting ina 
folding chair on a sidewalk, his series 


quickly transformed into something 
truly magnificent. 

A community emerged. Small at 
first, but growing steadily day after 
day. More and more people began to 
recognize CND as he posted each 
new day's vlog, and soon enough 
curious fans began to seek him out — 
traveling in person to the Nintendo 
NY store themselves to see if there 
really was this 19-year-old kid there 
hanging around outside, day in and 
day out. 

Well, he was there. Every day, day 
after day. CND became a streetside 
celebrity, with tons of Nintendo fans 
and well-wishers stopping by to see 
him in person and help him out with 
gifts of food, rare collectibles and 


packs of Pokémon cards, which he'd 
happily tear into on the spot. 

Fans weren't the only ones to 
notice him, though, as Nintendo 
themselves took him under their 
wing and supported his quest, gifting 
him with Nintendo NY gear and 
invites into special events happening 
at the store throughout the month 
he was there. Other YouTubers also 
dropped in to say hello, from young 
kids just starting up their channels to 
established veterans with hundreds 
of thousands of subscribers, like 
Etika! 

Cameras captured it all, all the 
way through to the long-awaited 
conclusion of the final 24 hours 
before the midnight launch on March 
3. When the countdown finally 
ended, CND was ushered into the 
doors like a true celebrity, got his 
picture taken with Mario and Bowser 
(Doug Bowser, that is), and left with 
America's first officially sold Switch 
in hand. Congrats CND! — LUCAS 
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MY TWO BOYS 


Time flies! It’s been three years since | last used this spot to share a pair of pictures of my two boys, 
wrapping up our Father’s Day-themed Issue #9. At the time, Calvin had just been born and video games 
weren't much of a part of either boys’ world, but | promised that I'd offer updates over the years to try to 
chronicle their growth as game fans. As I’m a man of my word, here's an update! 


Carter is now five years old and nearing the end of kindergarten! He's proven to have a razor-sharp mind 
with a talent for math, coding and design — he's already brilliant at crafting levels in Super Mario Maker, 
and he loves coming up with mazes full of tricks, traps and dead ends and then laughing wildly when I sit 
down to play his creations and fall for each one. He's also played and loved Mario Kart 8, so I’m excited to 
hand him the second Joy-Con with Mario Kart 8 Deluxe and have a young rival in the new Battle Mode! 


Calvin is now three years old and is the embodiment of little boy cuteness. He gets his way far too often 
and | spoil him way too much, because how can I say no to that little face? He's not a video game player 
yet, but he loves watching Daddy play and is quite taken with the Nintendo Switch. (If you don't believe 
me, check out YouTube.com/watch?v-kM2h900a0WU - | had to share his cuteness with the world!) 


Both boys have become huge fans of The Legend of Zelda: Breath of the Wild, and it's been a joy to have 
them by my side for each new victory and fresh discovery in the new Hyrule. 
We've all been working together to track down all 120 Shrines hidden 
away throughout the land, and they both get so excited when we 
stumble across a new one! I wish there were more to be found 
to keep the fun going, but after Zelda ends, | know we'll 
experience more games together in the years ahead! 


CARTER CALVIN 


